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TURBOCHARGED 
STREET FIGHTING! 


The premise in Street Fighter II Turbo is very sim- 
ple. Two of the 12 World Warnors go at it in a head- 
to-head, no-holds-barred street fighting brawi. 
However, from this starting point, a generous dose of 
variables enter the picture! Each fighter has his or 
her own set of moves and special attacks. Each fight- 
er hes different physical abilities, too. When you mix 
it all up, the outcome is electrifying because with all 
things being equel, any of the fighters has the ability 
to defeat their rival in any given match. This Players 
Guide gives you tons of tactics and strategies 
for every fighter in the game versus every other 
fighter. 

M. Bison, the final boss and leader of the Shadow- 
loo organization, is regarded as the supreme evil be- 
ing in the cnminal world. He's affected the lives of 
several of the Street Fighter contestants and they are 
seeking retnbution! While revenge plays an important 
motivational role for some fighters, respect, honor, 
greed, vanity, and seif-indulgence play roles that are 


just as important for others. Find out who's who in 
Street Fighter Ill Whatever the reason may be for 
each of the contestants to enter the Street Fighter 
competition, rest assured that eventful and exciting 
battles are going to follow! 

All of the Controller functions, moves and cool spe- 
cial attacks for all of the fighters can be found in this 
Player's Guide. Of perticular note are the powertul 
combination moves. To dominate the street fighting 
scene, you have to know these moves! This Player's 
Guide will help you to elevate your Street Fighter |I 
skilis to e whole new level. On page 16, you'll find all 
of the “Classified Information" for Street Fighter 1! 
Turbo. It's definitely “Insiders Only" type of matenal. 
Consider yourself an armed and dangerous Worid 
Warnor when you leam and master all of the informa- 
tion contained within the pages of the Street Fighter Il 
Turbo Player's Guide! Study the fighters, pick your fa- 
vorite, end join in on the street fighting fray. We'll 
show you the wayl 


LOOK FOR MORE NINTENDO PLAYER'S GUIDES 
FOR THE MOST COMPLETE GAME COVERAGE FROM THE PROS! 


PLAYER'S GUIDE™ 


NINTENDO PLAYER'S GUIDE 





WORLD DOMINATION? 


The campaign to become the world's best fighter isn't the only battle going 
on. Throughout the entire Street Fighter series, the battle between good 
and evil has always been waged. There's no reason that it should stop 
now! M. Bison and his three henchmen, Sagat, Balrog and Vega, are on a 
quest for world domination. Cleaning up in the Street Fighter competition 
will only help to boost their popularity with the criminal underworld. 





~_ STREET FIGHTER SERIES RETROSPECTIVE 


HOW IT STARTED 


There 1s a great tradition with 
Capcom's fighting games. Their pop- 
ulartty has steadily increased since 
the company's earliest game in the 
genre, Street Fighter, was intro- 
duced to the world. The seed was 
sown. People were hooked on Street 
Fighter, but the best was yet to 
come. 


STREET FIGHTER 


In 1987, the original Street 
Fighter made its debut in U.S. 
arcades. Ryu starred tn the 
game and Ken Joined in for the 
two-player action. This is why 
Ken and Ryu’s abilities are the 
same. 















STREET FIGHTER 


Not since the days of Asteroids, 
Pac-Man, and Donkey Kong has 
an arcade game generated so 
much excitement among play- 
ers! Intrigued with the theme, 
characters and moves, gamers 
steadily flocked to arcades. 


STREET FIGHTER I TURBO 
To keep in step with the demands of the 
arcade crowds, the Super NES version of 
Street Fighter Il Turbo was released to the 


public in August of 1993. Matching the ar- 
cade version, Super NES owners now 
possessed all of the speed, characters, 
Options and moves that they could handle. 
Things are good. 
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when Street Fighter Il invaded the home 
market! The Super NES provided the obvi- 
ous plattonn for the release of the first-ever 
16-meg game. The game was practically a 
clone of the arcade version. Super NES 
owners couldn't have been happier! 


STREET FIGHTER H TURBO 


Shortly after the Champion Edition version 
of Street Fighter 1! hit the arcades, gamers 
were screaming for more! Once again, 
Capcom stepped up and unleashed Street 
Fighter Ii Turbo upon the masses. Faster 
action and more moves were the highlights. 


FINAL FIGHT 


A spin-off on the Street Fighter 
theme, Final Fight proved to be 
a tremendous arcade success. It 


combined adventure elements 
of game play along with the 
obligatory bone-crushing action. 








CHAMPION EDITION 


Street Fighter Il masters wanted 
more! Capcom gave it to them 
mI by letting them choose to play 
as one of the four bosses in 
Street Fighter I] Chempion 
Edition. The upgrade was a rel- 
atively simple procedure. 






























Super Street Fighter Il is the next 
game in the series thet Capcom 
will unleash upon the masses. 
Four new World Warriors: 
Cammy, Thunder Hawk, Fei 
Long and Dee Jay will join in on 
the quest to unseat M. Bison and 
the evil Shadowloo organization. 








FRIENDS AND ENEMIES 


This chart will give you some insight 


O'S WHO IN STREET FIGHTER I? 




















JANE MOTHER BLANKA 
to the relationships that the Street | Guile let Jane several Attar the plone crash Reised in the wild 
Fighter characters have with one an- years ego when he in Brezil, Blenke s since he wes vary 
other Some, like Ryu and Ken, are went off to exect his mother hes not giv young, Blenke 1s es 








close, but others, like Dhalsim and revenge upon Bison en up hope of find- wild os they come 





Honda, are loners. 











GEN 
Chun Lis fother's 
‘teecher Is elso re- 
sponsible for her 
ewesome fighting 
techniques. 


CHARLIE GUILE 
Although deceesad Guile doosn t reelly 
for many yeers now, know how much his 
the memory of fomily loves him 
Cherlie remains Vongeance burns 
fixed in Gule’s mind fiercely in his mind. 
































She wents him home inghim And proud of it! 





CHRISS SUB 


Chnss is the deugh- Every child should 
tar that Guile doesnt hove e pet. Chriss. 
really even know end Sub ere the 
that he hes until efter best of friends end 
he defeeta M Bison will elweys be. 


FATHER M.BISON RYU SHENG LONG 
Chun Li s father was At tho center of oll the Street Fighter I! tur- Winner of the first Mertiel erts ere 
‘en investigetor until moil is M Bison, the undisputed king of come Street Fighter com: Mester Gohken's 
'M Bison brought en end corruption. Hoving bean responsible for pation, Ryu 1s still specielty end he 
untimefy end to his the desths of Chun Li's father end Guile s gut to prove him: hes teught Ken 










snooping best friend, he posos en extrome threat to oll 













CHUN LI 
Seorching for inner 
pence, Chun Li hopes 
to evenge her fathers 


VEGA 
The only other 
thing thet Vego 
would rather do 
then fight is ook et 
himself ina mirror 


BALROG 
Aecruted by M. 
Bison when he wes 
down-and-out, 
Balrog fights dirty 
‘und gets paid for it. 





His past veiled in secrecy, Bison is intent on 
one thing. world domination. Winning the 
Street Fighter tournament will help him to at- 
tain this goal Everyone knows that only the 
strongest and most worthy fighters get to en- 
ter the competition and if Bison happens to 
win, no one will be able to question his 
strength and powers. Other than his present 
standing, not much ts known about him. 


C BISOM, REMENBER 1 
BIGEE XE AND CEARLIE?"| 


When Gutie defests Bison, he finsily Chun Li, relieved that she has defeat 
gets the opportunity to make him pey od Bison, is one giant step closer to 
for the pein end suffering he inflicted inner peece Her father is now 
upon Charlie, his best friend avenged 
















self to everyone end Ryu very well 


SAGAT KEN 


Dethroned by Ry He ond Ayu wore 
in the first Stroat once the best of 
Fightor tournament, frionds while they 
Sagat wants to ro- trained togather, but 
goin the trtie those days aro. gone 
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br@adies with gre eden tis’ 
shind bin 
eatregtion™ Gi 
eLitiee apata tek 
the wands. Vader the + 


As many predicted, Bison retains 
his undisputeble renk of “King of 
Oestruction” when he wins the Street 
Fighter competion 










E.HONDA 
One quest ta become 
the world s greatest 


fighter, Honde thinks 
hus techniques will 
take hum for 


OHALSIM 
Of oll the 12 fight- 
ers, Gholsim hes 
the strengest fight. 
Ing techniques. He 
likes it thet wey. 


ZANGIEF 
Thought to be ¢ 
loner, Zangief fights 
for honor, pnde, re- 
Spect end most im- 
Rorlantly money 





ELIZA 
Ken’s fiencée warts 
for the dey thet Ken 
will no longer enter 


the Street Fighter 


competitions 





ENHANCEMENTS FOR THE TURBO VERSIO 


CHOOSE TO PLAY AS A BOSS 
In the original arcade and Super 
NES versions of Street Fighter Il, you 
could only fight against the four boss 
characters. Those days are long 
gone. In the Turbo version of Street 
Fighter ||, you may select any of the 
12 fighters. Individually, when factors 
such as strength, speed and agility 
ere evereged out, each character 


has approximately the same chance — 


of winning a match. Remember, this 
ts on the averege. With the skills of 
two players being equal, certain 
cheracters may have a slight advan- 
tage over others, but things should 
be fairly matched. The Turbo version 
has been “fine tuned" to include 
moves that tend to equalize any defi- 
ciencies a certain character may 
have had against another character. 


NEW SPECIAL ATTACKS! 


Some of the competitors in the 
Turbo version of Street Fighter Il 
have been granted new moves 
and abilities. The most notable 
are Chun Li's Kikoken Fireball 
move end Dhelsim's Yoge 
Teleport. In the onginal version 
of Street Fighter Il, the charac- 
ters shown on the chart below 





M.BISON 








PLAY VS. SAME CHARACTER 


In Street Fighter Il Turbo, you don't have to enter any 
special Controller code to have the ability to play same 
character vs. same cheracter Players cen select any 
characters they choose, even if they are the same! The 
only differences between the like characters will be the 
color of their outfits and any settings you wish to change 
on the Option Menu screen. 


=a 


didn't necessanly have deficien- 
cies, but they could be ettacked 
in certain ways that were directly 
related to their inability to attack ; % : 

in a certain manner. Thus, Capcom instigated the new -o 5 o 
attack moves for the characters When you try them out, ° 
we think you'll agree that the "upgrades" were both 
much needed and fair Those already well-acquainted 
with the characters will really like the additions! 





aa = 

You Il hava to re- 

Oopn.0 wi aon, em = mamber what color 

sr. x.0. o sp. £0. Eas was assignad to you 

Playars 1 and 2 have each selected Kan Thats OKI on tha Character 

It's perfectly fine Go right ahead Bs our guest. Selact screan It can 
aS === =e Ss be a bit confusing 


]KEN_| AIR HURRICANE KICK 


CHUN Li KIKDKEN FIREBALL 


CHUN Li AIR WHIRLWIND KICK 
TURBO SPINNING CLOTHESLINE 












DHALSIM | YOGA TELEPORT 
AIR HURRICANE KICK 
/BLANKA | VERTICAL ROLLING ATTACK 
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vi 
With matched abili- 
ties end moves, 
Pm Street Fighter il 
Two of the same boss characters can fight, too! Tha Turbo pleyers wilt 


premise is alweys the seme no mattar who you — soon find out who's 
fight—go all out! the bast of the best. 





TURBO OPTIONS 
On the Option menu screen, you can 
adjust the Attack Levels of each 
fighter when playing tn the VS. 
Mode On the title screen, you also 
have the option to set the “speed” of 
the game Move the cursor to TUR- 
BO and press the Control Pad Right 
or Left to change the number of stars 
from zero to four, The more stars, the 
faster the game will run 


Fant | 


a 


= 


All of the Turbo options end special attack moves 
ere present when you edjust the sters to zero, but 
the game plays et about the seme speed as if you 
were playing in the Normel Mode 


MORE OF WHAT YOU WANT! 
With the refinements that Street Fighter II 
Turbo offers over Street Fighter Il, you'll get 
more of what you want! Less energy Is drained 
when you attack, so you won't be able to wina 
match as easily What this all means Is that the 
battles between you and a fnend or you and 


the computer will tend to last longer. 


ENERGY 


hit. Longer fights ere the result. 


GRAPHIC CHANGES 
Certain things changed when 
Street Fighter Il was upgrad- 
ed to Street Fighter J Turbo. 
One of the changes was an 
update for the graphics. It's 
really nothing radical, but little 
refinements and changes 
were made to the characters 
and also to the backgrounds 
Study the companson photos 
to the right for a minute and 
see how many differences 
you can come up with. 








Peat oe 


STEREO are 
NOUMAL 
W1LON 


On the title screen, the msximum number of sters 
you can sat the geme speed to 1s four However, if 
you look on pege 16 of this Player s Guide you will 
find a way to go far beyond the four star spaed 





OO 
The Energy Meter isnt effecled es Itll teke more to stun your oppo- The game's “artificial intelligence’ 
Much when you teke or dish out nent end make him see stars (or has been enhenced to make the 
ducks} in the Turbo version of SF Il computer opponent e better fighter 


PROFILES 


ele 
HNN 11 
























In general, the Normal Mode 
Is easier in all respects than it 
would be if you were to play 
the game on one of the Turbo 
settings. Your Energy meter 
expires faster, the colors that 
the fighters wear are different 
and there isn't an option to set 
the speed of the game On 
top of that, the new special at- 
tacks that some of the fighters 
possess in Turbo don't exist 
In the Normal Mode Playing 
In the Normal Mode ts like 
playing the arcade version of 
the Ghampion Edition be- 
cause you can also play as 
the boss characters. 


Unfortunately, Blanks won t be able to 
execute his new Verticel Rolling Atteck 
when you choose to pley im the Normal 
Made 


ttlooks as f Blanka 
will have to resort 
to the attecks thet 
;) imihe possessed in 
Withe ongmel Street 
JFightar Il He 
MF changed hrs pents, 
too! 











STREET FIGHTER H# TURBO 





ETTING STARTED WITH THE BASIC 
YOU HAVE A CHOICE CHOOSING YOUR CHARACTER 


When you insert the game and turn the Power Switch If you choose GAME START you'll go to the Player 
on, press Start until you see this screen This ts where tt Select screen If you choose VS. BATTLE for a two-play- 
begins! From here, you can choose to play in either the er game, you'll go to the VS. BATTLE Player Select 
Turbo Mode or in the Normal Mode. As discussed earli- screen, Either way, you'll have the opportunity to choose 
er, you can ad- your fighter from any of the 12 that are available 
Just the num- Remember, both players can select the same fighter. 


ber ot stars 
next to TURBO 
to set the over- 
all speed of the 
game. You can 
also go into the 
Option Mode 
menu screen 
from here 


OPTION 








es 
fe 
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GUILE VS. DWALsIM 


USE OF THE CONTROLLER 


An important thing to keep in mind 
ts that you should leam the moves 
for each character. We have made 
Controller configuration recommen- 
dations for each fighter. It's OK to 
leave the Kick and Punch Button 
configuration the same for each 
character, but using your knowl- 
edge of moves for each character, 
you may want to change it around. 


Ber 
rite 


Meiigaed 


Ame 


Firneres 
i: FUER 
¥ 
Ld & 
oe 
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HARD PUNCH 


With the standard Controller sefting, Hard Punch 
will correspond to the L Button for every charac- 
ter. Almost ell of the fighters will use this move, 
especially for throws. It may be a good idea to 
move it to another Button. 






CONTROL PAD 


To make your fighter 
Jump, press Up. To 
make your fighter crouch, 
press Down. You can al- 
so move Left and Right. 





LIGHT PUNCH 


Some fighters use Light Punch much 
more often than others It's often 
used as a "lure" move and it mey 4 
benefit you to move it to the L Button 
or R Button. Most fighters don't use it 
tn the heat of bettle. 
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HARD KICK 


Many characters rely 
on the Herd Kick. You 
need to evaluate wheth- 
er the R Button is the 
Proper placement for tt 





MEDIUM PUNCH 


Medium Punch ts often 
used in throw moves. 
The X Button seems 
like a good spot for tt to 
be located. You decide 
though. t 


MEDIUM KICK 


Medium Kick, located 
on the A Button, really 
isn’t used as often es 
Hard Kick ts for most 
cheracters. You mey 
want to move It. 


=) 


tae 


LIGHT KICK 


One change that you'll probably want §j 
to make ts to move the Light Kick 
from the B Button to a less-used 
Button. The B Button ts normally con- 
sidered to be the "mein" Button, so 
place a frequently used move there. 






THE GENERAL SCHEME OF THINGS 
When you choose GAME 
START for a one-player 
game, the computer will al- 
ways randomly select your 
first opponent from the re- 
maining characters, ex- 
cluding the four bosses. 
What this means Is that | 
you don't know where you'll 
fly off to when you have 
your first battle One of the 
other seven opponents will 
be your first rival. However, 
the order is set after your 
first match. If you win, you'll 
challenge the fighter that 
appears to the right of the 
fighter you just defeated. 
For example, if you defeat 
Guile, your next match will 
be with Ken. 





BONUS STAGE 2 


gues 
Se ws 


BONUS STAGE 1 
ey: a 









ES _—<e 
After defeating your first thrae The giant pila of bricks will ba a After thrashing on Balrog in Las 
Opponents, whoevar they era, walcoma sight after you finish off Vagas, it I! ba tima for the third, 
you Il be off to the first Bonus your fourth, fifth and sixth oppo- and most difficult Bonus Staga 
Stage You ll he more thenready nants Luckily, tha bricks don’t Dastroying all 20 harrals 1s quits 3 


to level the cer by this time! fight back! 


A NEW CHALLENGER! 
lf you are playing a one-player game 
and you want to let a fnend join, he 
or she must press the Start Button 
on Controiler ll. HERE COMES A 
NEW CHALLENGER! will flash 
across the top of the screen and the 
game will go to the Player Select 
screen Player 2 can select any fight- 








taskl 


er at this time, but the Controller set- 
tings and the handicap function will 
be set at the onginal positions. The 
computer will track the win/loss 
records for both players, no matter 
what fighters they choose to play as. 
The game does not, however, have a 
battery save feature. 





OPPONENTS 1-3 


r BONUS STAGE 1 


OPPONENTS 4-6 


BONUS STAGE 2 


OPPONENTS 7-8 
BALROG 


BONUS STAGE 3 


VEGA 
SAGAT 
M.BISON 


Before you actually begin your 
quest to become the world’s 
ultimate street fighter, there 
are some things that you 
should decide. First, decide 
how difficult you want your 
challenge to be. Adjust the 
stars on the Difficulty Meter 
from Easy to Hard. Be ad- 
vised, if you set the Difficulty 
at anything less than four 
stars, no story line will run at 


the end of the game. Decide 
whether you want your match 
to have a time limit, too. The 
Opfion Mode screen ts where 
you can change the Controller 
functions for the Kick and 
Punch Buttons. 





STREET FIGHTERE TURBO 





BASIC TECHNIQUE TUTORIAL 


ATTACK TIMING 

First and foremost, the skills that you 
have to acquire and leam are the at- 
tack moves. {f you can't attack prop- 
erly, you don't stand much chance of 
winning. The timing of attacks Is di- 
rectly related to the distance between 
you and your opponent and the an- 
ticipated range of your attack. 


JUMP ATTACK 
Another extremely crucial 
technique to master ts the 
Jumping Attack There are 
many vanations to this type ° 
of attack, depending on 
which character you are us- 
Ing. Variables such as wheth- 
er you should kick or punch 
early or late into the jump 
have to be considered As 
a rule of thumb, for Jumping 
Kicks, It's best to Kick just 
before landing. However, if 
your rival counters the | 
move, kicking late is proba- 
bly not going to work 


GRAB & THRDW 

Throughout this Player's Guide, we'll 
be prompting you to try various throw 
moves because they can really do 
some heavy damage! If you can't get 
off a combination of moves, throwing 
your opponent ts your best option for 
gaining the upper hand. Some char- 
acters, for example Blanka and 
Honda, execute a variation of the 
throw move. Blanka bites the heed of 
his opponent while Honda grabs and 
squeezes his nvaj thereby inflicting 
copious quantities of piercing and 
persistent pain. 





With 3 powerful throw move, Bison makes Chun Ls 
think twice about exacting her revenge upon fm 
while Blanka chows down on Zangiaf s balding malan 
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ha ee 
Chun Li is anticipating an attack from Guila so sha Is 
blocking Guile throws a low Hard Kick, but ha is out 
of range and it misses As Guile is fimshing up this 
move, Chun Li decides to throw a Hard Kick of her 
own and connects with har target! 


= a —— 
Ryu ts going to take Kan to school on this one 
missed with a Hard Kick whila Ryu was crouched 
down While Ken's leg 1s up in the air, ha s opan 
and vulnerable to a low attack Remaining 
crouched, Ryu givas Ken a Hard Kick of his own 


ATTITUDE ADJUSTMENT 
With only a slight change in the stance of your oppo- 
nent, e kick or punch that you missed with may now find 
its mark. For example, the same attack that misses if 
your opponent ts Standing could hit if he ts crouching. 








‘ ‘ Se 8 re.) ae 

Zangief s Hard Kick doasnt hit Ryu What luck! Ryu just happened to 
at this distanca when ha is standing crouch down The sama Hard Kick 
He may naad to get closer to him that Zangvaf threw before will now 


connect. 
i JUMP ATTACK DEFENSES 
Since Jumping Attacks will often be 
used by you, tt follows that Jumping 
Attacks will be used just as often 





STANGING HARG KICK 


against you With this in mind, the 
chart to the nght indicates appropri- 
ate defensive moves for all of the 
characters when they are feced with 
aJumping Attack. Please note that 
these counter moves are not the only 
tactics that will work in this particular 
circumstance, but they can only help 








HARD SHORYUKEN 
CROUCHING HARD PUNCH 
STANDING HARO PUNCH 
STANDING LIGHT PUNCH 
STANDING LIGHT PUNCH 
DRAGON PUNCH 
CROUCHING HARD PUNCH 
LIGHT SUMQ HEAQ BUTT 
STANDING HARD PUNCH 
STANOING HARD PUNCH 
DASH UPPERCUT 
STANDING MEDIUM PUNCH 
TIGER UPPERCUT 
PSYCHO CRUSHER 
STANDING HARD KICK 


EsE Honda O.sBlanka Shabalrog VaVega Sakoge! MaM Biooa 








i 
i 
[ 
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i THE HIGHS AND LOWS OF BLOCKING 


When people play Street Fighter Il 
for the first time, what they often lack 
Is the wisdom that blocking is just as 
Important as good attacking. It can't 
be stressed enough how important 
blocking techniques are. You won't 
be able to go blow-for-blow with 6 


computer opponent when the level of 
difficulty and overall speed of the 
game exceed standard levels 
Amateurs will lose almost every time 
Generally, if you're not attacking or 
setting up for an attack, you should 
be blocking. 





‘As you know, when you press Left, your cherecter 
will walk backwards end when you press Down, 
your character will assume @ crouching stence If 
there just heppens to be e punch ore kick coming 
their way, these moves wil! elso meke them block 


FREEZE FRAME 

Its almost unnoticeable, but when a 
fighter blocks a kick or a punch, they 
won't be able to move for a split sec- 
ond. This may not seem like it would 
give you any edventage when you 
are attacking, but it is worth mention- 
Ing. If you're fast with your attacks, 
the blocks that your opponent puts 
up mey be enough for you to gein 
the edge in the situation that you are 
in. 


HOLD IT! 

The Special Attacks for many of the 
fighters require you to press end hold 
the Control Pad down in some direc- 
tion for a short period before com- 
pleting the attack. Knowing this, 
when you are not in the midst of an 
attack or having to defend yourself, 
It's a good idea to hold the Control 
Pad in the direction most often used 
In the special attacks of the character 
with which you are fighting 





Chun Li probably could have jumped ewey from 
Balrog s punch, but she didnt heve enough time, 
so she tried to block it insted Rether then block- 
ing Guile s powerful Sonic Boom etteck, Honde 
decided to just ump over tt Awise decision 





ATTACK AVOIDANCE 
When battling a character that has 
long range attacks like Sagat, Chun 
Li, Ken, Ryu and Guile, jump over 
their attack by pressing Up plus a 
Kick or Punch Button. If you just 


Pe -f Press Up plus 
Medium Kick 
to avoid Saget s 


2 4 
She Tiger Shot. itis 
7 7 CAS unlikely thet 


he will contin- 
9s ue to shoot 
“ piel them now He 
J ~— will be wary of 
" = an attack from 
= you 
= 





WH When fighting 
em aganst Dhalsim 
and playing es 
Ken or Ryu, @ 
Hurricane Kick 


will cut right 
through the 
Yoga Fire et- 
tack Try it out 
it works! 
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SIMPLY STUNNING 


When your character or your oppo- 
nent receives an inordinate amount 
of abuse within a short period of 
time, he or she will often become 
stunned They will wobble about as if 
in e daze and either Stars or Ducks 
will circle their heads. Stars occur 
more often then Ducks, and the Star 
Stun doesn't last as long as the Duck 
Stun. Some cheracters are easier to 
stun than others. 





Jump and don't press eny Button, the 
attacks are likely to continue You 
can avoid attacks of other characters 
by using a variety of techniques 
Here are a few. 


When playing 
as Dhalsim, 
press and hold 
Down and then 
press eny Kick 
_— Button ta slide 
——e under the long 
ae a range attacks 

—_ Pa of Kan, Ryu, 
Chun Li end 
Guile 





Guile’s ups:de- 
down Herd 
Kick 1s @ great 
move to avoid 
getting hit by e& 
low Kick Press 
Left or Right 
plus Herd Kick 
to retekete 
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DRAGON PUNCH 
If you're pleying as Ken or Ryu and you happen to get 
knocked to the ground, you should boost your "readi- 
ness factor’ by preparing en ettack move while you're 
still on the ground Initiate the Dragon Punch as you are 
getting up. Just as you regain control of your character, 


AIR THROW TACTICS 
The timing you use when pushing the Punch Button is 
cnitical for air throws. While you're in the air and preper- 
ing for the throw, you should be pressing the Control 
Pad in any direction except Up. In the examples below, 
the top photo shows the point at which you should be 
pressing the Punch Button to execute the air throw 


you should be pushing e Punch Button to attack 


Dares os 


NO SCROLL 


Not allowing your competitor to use 
the natural scroll of the screen will 
usually benefit your attack. In the ex- 
ample below, Ryu moved over to the 
left side of the screen and fired a 
Hadoken Fireball. The Yoga Master 
was going to jump back to evoid it, 
but since Ryu was still walking back- 
wards to the Left, the screen could 
not scroll for Dhalsim. Consequently, 
the timing of Dhalsim’s jump was off 
and he got nailed by the fireball 
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COUNTER THROW MOVE 
Generally, we suggest that you wart 
until just before you land to complete 
the attack portion of e Jumping At- 
tack. You may score an early hit, but 
you may also be giving your oppo- 
nent the time he or she needs to re- 


Although he scores a hit, Ryu Since the hit occurred, Ryu hes 
mede the mistake of attecking landed, but Segat hes also hed 
enough time to recaver 


Sogat toa aarly in his ettack 


GRAB & HOLD TECHNIQUES 


Many of the street fighters have a 
technique that is similar to 6 throw 
move. It can be termed a "grab and 
hold" move. For example, Blanka 
can grab his rival and begin to chew 
on his head Press any Punch Button 
repeatedly to keep this kind of attack 
going for es long as you can. 
Likewise, to break free from this at- 
tack, press any Punch Button as fast 
as you can. 


move when using Chun 1, Guile or Vega. 


cover and to retum the fevorl When 
you attack an opponent while you 
are on the ground, you can usually 
move away. However, if you still 
have to land after you attack, who 
knows whet could heppenl 





Ayu will fece the consequences 
of his premeture atteck Saget is 
about to throw him: 








Blanka liked the looks of Bison’s cap so he dacided 
to eat tl Tasty As an edded bonus, Bison's Energy 
Meter will steadily drain while the attack ensues 


¢ VS. MODE TIPS 


JUST JUMP UP 
Because you can't anticipate what 
Player 2 is going to do as well as you 
can anticipate what a computer nval 
would do, just jump straight up to 


avoid long range attacks like Ryu's 


Hadoken Fireball. If you yump toward 


Player 2, a number of unwanted [& 


things could possibly happen. 





@ IF YOU'RE SURE, MAKE YOUR MOVE 


If you feel confident that Player 2 1s 
going to make the move that you are 
anticipating, go ahead and jump to- 
ward him and go for an attack move 
of your own. This kind of action re- 
quires quick thinking and even quick- 
er reflexes, but with time and prac- 
tice, you'll know all of the characters 
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PROJECTEO WIN PERCENTAGE 
We've put together this Projected Win 
Percentage chart for you to use as a general 
guideline for playing in the VS. Mode. Imagine it 
you will, two players who both have the exact 
same style of play and the same skills with all of 
the characters playing hundreds upon hundreds 
of matches. The chart represents the percent- 
age of matches each character would win 
against the other characters. (This is a non-sci- 
entific poll. Your actual results may vary.) 








so well that you won't even have to 
anticipate their moves, you'll just 
know! In the example below, Ken 
sees that Sagat has dropped to his 
knees This can mean only one 
thing-he's going to throw a low Tiger 
Shot! Ken instantly decides to make 
a move. 
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MAKE A FAKE 

An important offensive tactic to leam 
and use is the fake You can fake 
your opponent out in many ways, but 
one of the best ways is to dupe them 
with a jumping attack that never ma- 
teralizes They'll be expecting a kick 
or a punch, but when you land you'll 
jump over them and be able to throw 
them to the ground! 





Bison thinks that Guile Is going to lat fim have it 
with @ kick, but Guile hes other plans! After land 
Ing, he jumped over Bison end threw him! 





Honda was anticipating a brutel kicking etteck 
from Voga, but he only got a Light Kick Vega now 
hes the upper hand because Honda put up a block 
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_ SPECIAL ATTACK REFERENCE CHARTS 


SPECIAL ATTACK MOVES 
The special attack moves listed Jie 
on the chart below require a 
smooth transition from one step 
to the next in order to execute 
them properly They take prac- —, 
tice. Remember, the overall 
speed setting of the game will 
dictate how fast you must per- 
form any of the Controller j 
motions for any of the special 
attack moves. 


| K | FIREBALL 
[K | ORAGON PUNCH [>¥<+PUNCH | 
[K| HURRICANE KICK | #eesKiCK | 
[K| AIRHURRICANE KICK | ¥eesKICKINAIR | 
jc] rina | ee b> PUNCH | 
| Z [SPINNING PILE DRIVER | >No #@<® #+PUNCH 








BEGIN WITH PRESS & HOLD 
The moves listed in the chart below require you to press 
and hold the first direction that 1s listed. On Street 
Fighter Il Turbo's default game speed, the amount of 
time that you have to hold the first direction is about two 
seconds. This varies with game speed. 


SONIC BOOM —>*PUNCH 


FLASH KICK 
WHIRLWIND KICK 
AIR WHIRLWIND KICK 
SUMO HEAD BUTT 


YP +KICK 

YP +KICK 

4 # +KICK IN AIR 
>*PUNCH 














[0 | YOGA FIRE ¥ a> +PUNCH 


SUMO SMASH 





| 0 | YOGA FLAME €¢ 4 W>PUNCH 


BL| ROLLING ATTACK 


€>*PUNCH 





[0 | YOGA TELEPORT 


BL| VERTICAL ROLLING 





[R| FIREBALL 4 >+PUNCH 


DRAGON PUNCH > 4 w+PUNCH 
HURRICANE KICK U2] +KICK 
AIR HURRICANE KICK © +KICK IN AIR 











BA] QASH PUNCH 
OASH UPPERCUT 
ROLLING CLAW €>+PUNCH 
CLAW DIVE vf +PUNCH 
AIR SUPLEX vf +PUNCH 
PSYCHO CRUSHER © >+PUNCH 
SCISSOR KICK | > +KICK 
HEAD STOMP ¥ ® +KICK 


©->+PUNCH 


]otkKiCK 
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REPEATED BUTTON PRESSING 

The moves listed on the chart below, as well as attacks 
that fall under the "grab and hold" vanety, can be exe- 
cuted by pressing the desired 
Punch or Kick Button as fast as 
possible. These types of 
attacks can be sustained for as 
long as you can continue to 
press the appropnate Button. 


| ¢ | LIGHTNING KICK ANY KICK 





SPECIALTY ATTACKS 


The attack moves listed on the chart below are easy to 
execute, but they aren't intuitive. Therefore, we are sep- 
arating them from the rest of 
the moves that we've listed 
here in chart form. Vega's back 
flip move can also be executed 
by pressing all three Punch 
Buttons at the same time. 





SPINNING CLOTHESLINE | 2 PUNCH BUTTONS 








| E | HUNDRED HAND SLAP 


ANY PUNCH 


TURBO SPINNING CLOTHESLINE} 2 KICK BUTTONS 





ANY PUNCH 


TURN PUNCH 3 PUNCH or 3 KICK 





ELECTRICITY 
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._ REPETITIVE ATTACK MOVES 
ALTERNATE ATTACK COMBINATIONS 


ON ANO ON ANO ON 


Many of the characters have moves 
that can be repeated over and over. 
The chart below lists the characters 
and those moves Depending on the 
situation, a crouching position may 
be better than a standing position 
and vice versa 








As you cen see from the chart below, Kan can con- 
nect with repid fire Light end Medium Punches. 
He s using the crouching variety here 


—— 





many hits as he pummels Ryu like @ 
punching bag As erule, the weaker the force, the 
fester the kick or punch can be thrawn 
























|G |_LIGHT PUNCH 
| K | LIGHT PUNCH 
ic | LIGHT PUNCH 
| Z| LIGHT PUNCH 
(A | LIGHT PUNCH 
j@A| LIGHT PUNCH 
1BA| LIGHT KICK 
LIGHT PUNCH 
LIGHT KICK 
LIGHT PUNCH 
LIGHT KICK 
LIGHT PUNCH 





You have to devise ways to score 
more hits than your nval There are 
no two ways about tt-it's criticall 
There are combination moves that 
players who are fast with the 
Controller will be able to pull off. It's 
like beginning one attack and then 
switching into another. The first 
move, for most characters, usually 
involves a Light or Medium Kick or 
Punch, but Ken, Ryu and Chun Li 
can switch into a type of Hard Attack 
When you inttiate the first move at 
“Tea 


oS 
Saget s Light Kick will often scare two hits @ close 
range However, instead of getting the second hit 
in, Seget switched to ¢ Tiger Uppercut. 


|G | LIGHT PUNCH 


HARD PUNCH 
LIGHT PUNCH 









close range, you can often score two 
hits. While the first "hit mark" ts on 
the screen, execute the special 
attack move before the second hit 
mark appears. The first attack will be 
“cancelled out" and the special attack 
will take precedence 


———— ps 
Immediately efter pressing Herd Punch, quickly 
execule the moves necesséry for a Dragan Punch 
Ken will then switch into the more powerful move 








LIGHT PUNCH 


LIGHT PUNCH 





HARD PUNCH 
LIGHT KICK 


HARD KICK 





MEDIUM PUNCH 
HARD PUNCH 


HARD PUNCH 
LIGHT PUNCH 
LIGHT PUNCH 


LIGHT PUNCH 


HARD PUNCH 


LIGHT PUNCH 
LIGHT KICK 
LIGHT PUNCH 
LIGHT KICK 
LIGHT PUNCH 


LIGHT PUNCH 
LIGHT KICK 





LIGHT PUNCH 
LIGHT KICK 


LIGHT PUNCH 


JARD PUNCH 
IGHT KICK 


a 


GHT PUNCH 
IGHT KICK 

IGHT PUNCH 
LIGHT PUNCH 


cle- 





LIGHT KICK 
LIGHT PUNCH 


2 
ie 





LIGHT KICK 
LIGHT PUNCH 
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Se ee 
__ STREET FIGHTER Il TURBO-CLASSIFIEO FILE 


NO SPECIAL ATTACKS #1 
You can tum off any of the special attacks betore you 
begin a VS. BATTLE match. After both players have 
selected their fighters, press Down, R, Up, L, Y, B on 
Controller II The special attacks for each fighter will be 
shown. Normally, all of the attacks are set to the ON 
position, but you can tum any ot them OFF. 








NO SPECIAL ATTACKS #2 


CAPCOM 


If you want to turn aff of the special attacks off for the 
entire game and still play in the Turbo Mode, press 
Down, R, Up, L, ¥, B while the CAPCOM logo 1s on the 
screen. You can still have all of the speed that the Turbo 


Mode has to ofter, 
but the moves that 
each character can 
do will be limited 
You'll have to get 
down and dirty and 
resort to some sen- 
ous hand-to-hand 
combat while this 
code Is in effect! 





EASY WAY TO M.BISON 
Start a one-player game, and then, 
just as the match begins, press Start 
on Controller Il. The computer will 
think that a new challenger ts Joining 
the action and the Player Select 
screen will come up Choose any 
fighter except Bison. Now you can 
win the match easily because no one 
Is controlling your opponent! Repeat 
the process until you reach Bison. 
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MEGA SPEED! 

After the CAPCOM logo disappears, 
press Down, R, Up, L, Y, B on 
Controller Il. When the main title 
screen comes up, you can increase 
the overall game speed to the level 
of ten stars! The play at this level is 
incredibly fast. You definitely need to 
give this one a try! 


The highest default spead is four stars Now you 
can increasa tha gama spaad lo an amazing ten 
stars Its too fast for the average player! 








12 PROFILES 
View the Profile screens for all 
12 characters without waiting! 
Simultaneously press and hold the L 
and R Buttons when the tirst Profile 
screen comes up Each will be dis- 
Played for five seconds. 


GUILE 


There are different types of endings for the game If you complete the 
game on Difficulty Level 4 or above, you'll see game credits after the 
character story line comes up. You'll also be rewarded with a bonus 
screen if you don't lose any matches in the game. Game completion 
on Difficulty Level 7 or 8 gets you another bonus screen! 


Completing the 
game on Difficulty 


Se 


Lovel 4 or abova 
ailows you to view 
the names of tha 


people rasponsr 
ble for craating it 


Youll see this 


ea AYE TUS Court 


“f, 


ak 8 Its tough! 





screan only if you 
complete tha entire 
gama without los- 
ing a singla match Without changing characters and complat 
on Difficulty Laval ing tha game on Difficulty Leval 7 or 8, you 





can view ths graat artwork at tha and 



















GUILE 


CODL, CONFIDENT, AND IN CONTROL 


Military supporters say that Guile stands for all things good. 
Some may disagree. Several of the World Warriors have an 
unspoken fear ol Guile. They know that at any given time, he 
can deleat them handily using any technique because his 
skills are so balanced. He can quickly draw Irom a large 
variety ol fighting tactics. Thumbs up, lamily man! 















OEFENSE 


The rush that street fighting gives Guile and the hatred 
toward M Bison that bums inside of him keeps him going. 
Large doses of coffee heip, too. Guile is emotionally flus- 
tered He has basically "dropped out" of his personal life, 
has leff his family and has gone off in search of M.Bison. 
Revenge is number one on his to-do list. Charlie's demise 
deserves to be avenged. 


DATE OF BIRTH _| 127 23/60 
HEIGHT | 6 ft. Tin. 
WEIGHT 191 Ibs. 





MEASUREMENTS —|_B 49 in./ W 33 in./ H35 in. 
BLODD TYPE 








DISLIKES —__| M. Bison 
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"MOVE SPEED 
JUMP SPEED i 
pais 


‘JUMP POWER 


a 








MILITARY TURF 


Bear o wife 
lI re child 


enemy — 






) if 
BASIC MOVES 





OTHER ATTACKS 


Depending on 
your position and 
your opponent's 
position, Guile will 
execute several 
moves not men- 
honed above 
These moves are 
very easy to do, 
almost automatic, 
you will. Guile Yeon your opponents ere Wehipowectilarmeend hands Ouchl’Guila wont even tekat 


loves the Kn@e stunned orlet down therr guard, like vices, Guile cen easily easy on his clone opponent 
Bazooka! blast emw#ththe Knee Bazooka grab end throw anyone {t's not his nature 











re 


SONIC BOOM 

The Sonic Boom Is a technique that 
Guile learned a long time ago and it 
appears that he has perfected It. 
However, there could be room for im- 
provement Using his voice and a 
combination of movements, he fires 
twin waves of Sonic power from his 
arms toward his rival. Press and hold 
Left or Down/Left then press Right 
plus any Punch Button. The Punch 
Button determines the speed that the 
Sonic Boom travels. For faster oppo- 
nents, it's usually best to use a Hard 
Punch Sonic Boom. However, for 
slower rivals, a slow-moving Light 
Punch Sonic Boom may be harder for 
them to jump over and avoid 


FLASH KICK 


A totelly impressive move, the Flash 
Kick ts the tactic with which Guile can 
dish out the most amount of damage. 
The only problem ts that it takes a 
couple of seconds to set up and exe- 
cute Use it against slower opponents 
or when a nvai is stunned Press and 
hold Down and then press Up plus 
any Kick Button If you press Hard 
Kick with this move, you may score 
more than one hit, providing that your 
opponent is in the proper position. 
What's more, proper positioning can 
be different for various fighters, de- 
pending on their size It'll take much 
practice to dish out the two-hit Flash 
Kick with regularity. 


RECOMMENDED 
MEDIUM PUNCH 








INFIGURATION 

















LIGHT PUNCH 
MEDIUM KICK 


HARD PUNCH 
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Because he s so versatile, ils really 
herd to sey what Controller Buttons 
you Il use the most when you fight with 
Guile, but we are recommending @ lot of 
Hard Kick and Medium Kick use Thet s 
why we ve opted to assign them to the A 
end B Buttons 





Guile s long, powerful legs will make 
herd-cherging enemies think twice 
ebout charging towerd him again A 
Crouching Medium Kick from the flet- 
topped peecekeeper will sind en obv- 
ous messege to any World Warrior try- 
ing to teke the offensive 





Re —E——— ys 


BASIC TACTICS 


SONIC BOOM FOLLOW-UP 
Using a Light Punch with the Sonic Boom will allow you 
to follow it as it slowly makes its way toward your rival. If 
your opponents jump the Sonic Boom, you can let them 
have it with Hard Kicks as they descend. If the Sonic 
Boom connects, you'll be in a great position for a one- 
two kick combination! 








H MEDIUM KICK USE 


Hard-charging opponents 
can usually be kept at bay 
with generous Medium 
Kick use. You can also 
press Down and Medium 
Kick to trip their feet up 
Slower opponents, like 
Zangief, have trouble with 

Gulle’s low kicks, q 





TRIPLE THREAT POSITION 
The best position for Guile 
to be in (besides standing 
with a fist raised in victo- 
ty) Is in this crouching po- 
sition. From here, he can 
launch into a Flash Kick, 
unload a Sonic Boom or 
deliver forceful kicks. 








BONUS STAGE 1 

Ab-hal An unsuspecting imported 
luxury car. And it's just off the boat! 
No time like the present to smash it 
to pieces. Within the allotted time, 
Guile must smash enough of the car 
to bnng tts frame to the ground You 
begin the Bonus Round on the left. 
Use Hard Kicks until the passenger 
door gives way. Jump over the car 
and continue to use Hard Kicks and 
crouching Hard Kicks The faster you 
total the car, the more Bonus Points 
youll receive. 





BONUS STAGE 2 

The second Bonus Stage is extreme- 
ly straighfforward. The pile of bncks 
consists of four tightly packed sec- 
tions. Again, since Hard Kicks are 
Guile’s forte, you won't need to use 
any other moves to tum the piles of 
bricks into pebbles. Start thrashing 
on the leff side The lowersection will 
break away and then Guile will go to 
work on the top. When the top crum- 
bles away, jump up and land on the 
bneks. Keep up the Hard Kicks to fin- 
Ish the pile off. 


BONUS STAGE 3 
A barrel factory is the setting for the 
third and final Bonus Round. Gulle’s 
goal ts to destroy the barrels that fall 
down toward him from the conveyor 
belts above Since the barrels come 
at him from both sides, you may need 
to move slightly from side to side in 
order to get into proper position, but 
here again, Hard Kicks are the way to 
collect the most points. 














JUMP OVER SONIC BOOM 


lronically, one of Guile's favorite 
moves to use against a clone fighter 
ts the Sonic Boom. This proves that 
this long-range attack is great to use 
on any one of the 12 fighters 
Knowing the computer-dnven Gulle's 
tactics, you should just continue to 
jump over the Sonic Booms until your 
mirror-image opponent decides to 
move closer. 


FLASH KICK USE 
If Guile gives you two crouching Light 
Punches, Just block them. He will 
usually follow tt up with a Hard Up- 
percut Remain in your crouching 
/blocking position so his Uppercut 


= 
al 














misses its mark. When you think you 
have been in the crouch position 
long enough, let loose with a Flash 
Kick. Using a Hard Kick with tt may 
score two hits! 


rt Eee 
a ee 








GRAB & THROW 

With a senes of Hard Kicks or some 
other combination move, you may 
manage to floor your opponent. If 
you do, quickly jump up and over him 
as he ts getting up off the ground. 
When you land on the other side of 
him, quickly press Left plus Medium 
Punch to grab and body slam the 
green-outfitted Guile. 








HURRICANE KICK WATCH 
If Ken flies into a Hurncane Kick and 
comes spinning toward you, put up a 
block. If he lands on the other side of 


you, he'll likely throw a Shoryuken. 
Keep up your block. Grab and throw 
him to the ground as he lands. 





— — 
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LIGHT PUNCH INTO FLASH KICK 


In order to lure Ken toward you, 
press Down and throw some Light 
Punches. Remember that while you're 
pressing Down, you're allowing your- 
self to fly into a Flash Kick by press- 
tng Up plus any of the three Kick 
Buttons. This is really a sucker move 
and tt usually works great! Most op- 
ponents will fall for it every time 
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Crouch down and tap tha Light Punch Button until 
Kan gats tired of westing {or you to attack He will 
usually walk right toward you Stop throwing 
punchas when he gats close instaad, prass Up 
and any of the Kick Buttons for a Flash Kick 








DRAGON PUNCHER 

If time in the round is running short or 
tt his stamina ts getting low, Ken will 
try to launch as many Shoryukens as 
he can. Most importantly, be sure to 
block them and then, when he has 
missed you, move in for a throw 
move as he descends A Hard Punch 
or Medium Punch will do the trick 
and will put him in his place. Ken ts 
the most vulnerable when he ts de- 
scending from a Shoryuken, which 
roughly translates into “Rising 
Dragon Punch." 


4 = 


= 


i > = 
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FIREBALL JUMP 

Chun Li can't move very well when 
she shoots Fireballs and she won't 
use them often. However, when she 
does, just jump over the fire and to- 
ward the martial artist. As you ap- 
proach, you have a couple of attack 
options. If you land close to her, a 
throw move is certainly in order. If 
hot, a Hard Kick works great. 











| TOSS TECHNIQUE 
When Chun Lt sets her foot into mo- 
tion and executes her awesome 
Lightning Kick, a good counter move 
ts to quickly jump over her. Upon 
landing on the safe side of her, press 


the Control Pad toward her plus Hard + 


Punch or Medium Punch. Gulle will 
Instinctively grab her and viciously 
toss her to the ground. 











This is gonne be greati Guile hes jumped over 
Chun Li even before her Lightning Kick went into 
effect Even better, its going to hurt! Guite will 
reep the benefits. 


NORMAL MODE 


In the Normal Mode, Chun Li will often come at you with low kicks You 
can easily block these. Of course, as you are blocking, you should be 
thinking about launching a Flash Kick. Chun Li has the ability to block 
your Flash Kicks, but you can just keep repeating them. Flash Kicks in- 
corporating Hard Kicks work best because they may score more than 


one hit. 





MEOIUM KICK INTO FLASH KICK 


Zangief often gets irntated when his 
charges are consistently thwarted by 
low kicks. He often flies into a 
Spinning Clothesline Attack, espe- 
cially when his stamina 's low. Set up 
a block by pressing Down/Left. 
Again, the fact that you are pressing 
Down for a period of time should 
alert you to the fact that you can rip 
off a Flash Kick quite easily So, go 
ahead and do it! 


NORMAL MODE 


At times, you'll need to draw Zangief toward 
you You can accomplish this by throwing low 
Light or Medium Kicks. Don't kid yourself, 











in order to keep pounding on him, you don't necessarily want to knock the lumbering Zangiaf to the 
ground Use low Medium Kicks to fend off hrs cherges Block any special ettack he may throw et you and 
then let him have et with a full-tilt Flash Kick! Don t mess with the US| 


—_ 


BAe ‘ 


Zangief has seen these before and he's not 


going to be duped into walking into them. His 


mighty limbs can easily block less-than- 
whole-hearted kicks. If he starts to block, step 
up your kicking attacks with a few Hard Kicks 
It may take a couple to knock him down. 


Zengief is wise to your 
tectics Your Medium 
Kicks probsbly won tbe 
enough to seriously hurt 
this big guy Time to try 
something else 





Vs 


pp ah ee 


Thet's more like it! A 
well-timed Hard Kick 
will more than likely put 
the hulking reprasenta- 
te from the USSR on 
his beck 





DON'T USE THE SONIC BOOM 


If Guile uses a standing Sonic Boom, 
Dhalsim, master of strange body 
movements, will invariably slide un- 
der it. If Dhalsim ts relatively close to 
you when you throw a Sonic Boom, 
consider it a mistake. 


FLASH THE YOGA TELEPORT 
This Is perfect! Guile ts just biding his 
time end weiting in a crouching post- 
tion for Dhalsim to meke e move. 
Dhalsim has opted to test his flashy 
new Yoga Teleport. That wasn't a 
good idea Guile can (and should) 





JUMP OVER HADOKEN 
Ryu loves to throw Hadokens tn rapid 
succession. In order to combat this 
potentially peinful attack, Gutle will 
have to use his jumping ability to 
move in for the attack Leap as many 
of the Hadokens as you need to by 
pressing Up/Right on the Control 
Pad. When you finally land near Ryu, 
use Hard Kicks or Hard Punches to 
put a stop to his Fireball barrage. 





Guile leaps up and over Ryu s Hedaken When he 
lands this jump, he ll be within striking distance 
Go sheed end strike! 
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Press Up plus any Kick Button when 
the yoga master reappears after tele- 
porting This move is especially use- 
ful if Dhalsim executes a short Yoga 
Teleport and re-appears to the nght 
of you 











NORMAL MODE 


Dhalsim can't use his Yoga 
Teleport in the Normal Mode, 
so just blast away at him with 
Sonic Booms. Considering his 
jumping ability, he can easily 
leap over ther. Don't use the 
Sonic Boom if he ts neer 
you-he'll slide under it. 
However, et long range, a 
good rapid-fire Sonic Boom 
technique should provide the 
power necessary to win. 


dust stay on onthe far left sida of the screan and 
blast Sonic Boom after Sonic Boom Dhalsim 
will inevitably foul up and mess @ jump 


WEAK PUNCHES LEAD TO THROW 


You have to love this one. After 
you've floored Ryu, remain in the 
same position and dare him to get 
up by throwing severel taunting 
Weak Punches. When Ryu recovers 


HADOKEN COUNTER-MOVE 


The power of Ryu's Hadoken ts the same 
as Gulle's Sonic Boom. This 's revealed by 
the fact that the attacks cancel each other 
out. Guile has the upper hand in this situa- 
tion, though. Ryu can't move very well af- 
ter throwing e Hadoken, but Gulle retains 
excellent mobility after tossing a Sonic 
Boom. If you think Ryu ts going to throw a 
Hadoken, give him a Sonic Boom and fol- 


{ow tt in with another attack. 


from his fall, he'll oftentimes try to tnp 
you up with a Weak Kick Nice try, 
Ryu. Just when his leg begins to pull 
back from his kick, move nght in for 
the grab 'n toss! 











FLASH KICK FURY 
Guile does not buy into Honda's theory that it is “only 
natural" for a sumo wrestler to become the worid's 
greatest fighter. When Guile blocks one of Honda's 
kicks, the wrestler often follows with e flying Sumo Head 
Butt Gulle, still blocking, will be in great shape to np off a 
Flash Kick to counter It. 








1 STOW THE SONIC BOOM 


Don't use the Sonic Boom 
on Honda if he 1s relative- 
ly close to you. Just as 
Dhalsim will side under it, 
Honda will jump over it. 
Honda's jumping ability 1s 
much-improved over the | 
onginal game. 


._VS. BLANKA 


SONIC BOOM USE 
Use Sonic Booms on Blanka when 
he Is getting up off of the ground. He 
usually doesn't recover very quickly 
and the Sonic Boom is just the ticket 
to catch him off guard. 


USE FLASH KICK 


Blanka is very vulnerable to attack af- 
ter executing a Vertical Roll While 
blocking his attack, you should be 
thinking about what attack you're go- 
Ing to throw at the Brazilian monster. 
A Flesh Kick seems eppropriate, 
doesn't it? You may as well serve it 
up with a Strong Kick | 









NORMAL MODE 


Blanka seems very prepared to leap Guile's 
Sonic Booms in the Normal Mode, but whet he & 
won't be prepared for Is the kick that you z 1 
should serve up before he lands! A crouching 
Hard Kick ts alweys a safe follow-up move af- 
ter a Sonic Boom. Knock him silly! 





@ HUNDRED-HAND DEFENSE 


E. Honda's powerful & 
Hundred-Hand Slap can 
usually be countered by 
using rapid Light Kicks 
Keep kicking until Honda's 
attack subsides. Getting 
hit by this attack ts defi- 
nitely not what you went. 








ir] 
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@ THROW TECHNIQUE 


Considenng his enormous 
size, E. Honda looks like 
he's firmly planted on the 
ground. Looks can be de- 
celving, though. If you can { 
manage to jump over Perea | 
Honda (not an easy task), === 
you should be able to — 
throw the Japanese behe- 
moth to the ground with 
ease. Press the Control 
Pad toward him and a > 
Hard Punch or Medium 
Punch should be enough 
to do the trick. 











ELECTRIC SHIELD 
At close range, Blanka likes to show 
off his Electncity Attack. To counter it 
and not get fried to a cnsp, use a se- 
nes of rapid Weak Kicks. 








rea as 


CROUCHING KICK 

Balrog is not very intelligent Knowing 
this, you should be able to lure him 
toward you while setting up a Special 
Attack. In this instance, using crouch- 
ing Medium Kicks should draw the 
boxer toward you. When he nears, 
fet him have it with a Flash Kick. 





1 SONIC BOOM PLUS! 
Balrog's jumping ability leaves a 
great deal to be desired. He's con- 
centrated so much time and effort on 
his punches, he's neglected to leam 
good jumping technique. Here's a 
sure-fire attack. Start off your attack 
by throwing a Sonic Boom that ut 


ly and Balrog will have difficulty 
Jumping it. In the event that he does 
manege to jump it, throw a Hard 
Punch just before he lands and then 
press Up/Right plus Herd Punch or 
Herd Kick for a great end to this com- 
bination of moves. 





lizes a Light Punch. It will travel slow- 






TOSS THE BOXER 
As with other opponents, jumping 
over Balrog will put you in the best 
position to grab and throw him to the 
ground. Throw moves are especially 
dameging to Balrog immediately after 
you've floored him with some other 
kind ot attack. 





GET HIM IN THE AiR 


Vega Is very quick and you don't want him to give you 
any of his powerful sliding Hard Kicks. It's often times 
best to get him in the air Throw a Light Punch-induced 
Sonic Boom. Vega will have to concentrate in order to 
Jump it. Grab and throw him when he lands. 





JUMPING ATTACKS 
Vega and Balrog are to- 
tally different tighters, but 
Guile can certainly use & 
similar types of attacks on 
them. Vege ts good et 
evading jumping attacks 
He'll spin off with a back 
thp. Keep pressing Right 
and when he lands, press 
Medium or Hard Punch to 
grab and throw the 
masked marauder to the 
stone tloor below 





DON'T FENCE ME IN! 


One of Vega's favorite 
moves ts to climb the fence 
and leap onto his opponent. 
As a counter-move, stand 
Just to the side of him as he 
climbs and then Jump Up 
Just as he 1s about to release. 
Grab and throw him with a 
Medium or Hard Punch. 
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BREAK HIS CLAW 
With enough hits, you can 
break Vega's claw. The ben- 
efit is twofold First of all, his 
attack range will be de- 
creased, and secondly, you'll 
eam 10,000 points Throw a 
lot of Weak Punches. It won't 
matter it he blocks them or 
not. 





Mest se. ._._-  £43z8Y all 

@ TIGER SHOT JUMPING 
When Sagat throws his Tiger Shots, 
jump over them and toward the tow- 


enng wamor. Crouching Tiger Shots 
are much easier to jump. You may 


SAGAT UP CLOSE 


Since Sagat ts the tallest World 
Warnor and, not counting Dhalsim's 
strange body, his legs are probably 
the longest He likes to use them! 
One of his favorite moves is to give 
his opponent two Strong Kicks in a 
row. Be on the lookout for this combr- 
nation. You're bound to see it. To de- 
fend against tt, just put up a block un- 
til Sagat pulls his leg back from the 
second kick You should press Down 
long enough to prepare a Flash Kick. 
Now It's time to serve it up! 








MEDIUM KICKS 
Even though Bison !s an excellent 
blocker and his armored shin guards 
withstand a lot of abuse, a crouching 
Medium Kick will stop, or at least de- 
lay, a charging attack. 


If you decide to throw an uppercut 
Bison's way, you'd better hope that it 
connects If it doesn't, Bison will in- 
variably set up a Psycho Crusher 
and send himself your way! Practice 
Flash Kicking after throwing an up- 
percut. This ts crucial to self preser- 
vation. 





TOSS THE TOWER 

When you try to jump over Sagat, he 
will methodically execute a Tiger 
Uppercut. Now, getting caught by 
this power move ts not something 
that you'll enjoy. Be cautious when 
attempting the jump. However, if you 
manage to make the jump success- 
fully, Sagat will be very vulnerable to 
a throw move when he lands 


ELEVATED GRAB & THROW 
One of M Bison's preferred moves 
involves him doing his own little tap 
dance on the head of his opponent. 
This ts one of his treats that you'd be 
better off not experiencing. His boots 
can dish out a huge amount of pain. 






























have to jump a couple shots to get 
hear him, but when you do, throw a 
Strong Punch or Strong Kick his way. 


To stomp the stomp, put up a block 
when he jumps toward you. Bison 
will then continue with the attack. 
Press Up/Left to jump and then press 
Up pius Medium or Hard Punch to 
grab and throw the rebel 





__ COMBINATION ATTACKS 


END IT WITH A HARD FLASH 


LEAD WITH A HARD PUNCH 
LEVEL 


This combination of moves is sur- 
prisingly easy to execute and can be 
used effectively on every opponent 
and in most situations. First, jump 
toward your nval and throw a Hard 
Punch just before you land. Upon 
landing, immediately press Down 
and throw a few rapid Light or 
Medium Punches. Since you're al- 
ready pressing Down, finish up the 
combination with an impressive 
Flash Kick display. 





= : et 
“Take that, Honde!” Guile simply loves the Flash 
Kick He d surely be lost without rt If you practice 
anything with Guile, practice this move 


| GET AN EXTRA PUNCH! 





This move Is very difficult to pull off correctly and with any 
regularity, but if you can do it, the results are fabulous! 
Press Up/Right to jump toward your rival. When you are 
in the air, immediately press and hold Down then press 
Hard Punch. You're already pressing Down to set up for 
the final Flash Kick. When you land, and after you've 
slugged your opponent, leave the Control Pad in the 
Neutral position and press Hard Punch again. This move 
to the Neutral position has to be done quickly or It won't 
work Finally, press Up plus Light Kick for the finishing 


Flash Kick move 
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LEVEL 


This move ts similar to the first com- 
bination move listed on this page, but 
there's one major difference. The 
Flash Kick at the end of the combina- 
tion scores two hits! When Vega is 





throw a Hard Punch before you land. 
Make sure that you hit him on top of 
his head. Press down when you land 
and throw Medium Punches. Use the 
Hard Kick in conjunction with the fin- 





on the ground, jump toward him and 


ishing Flash Kick move. 





Get slop happy! Pound the Be careful not to beck Vega up Ke-pow! Twice The Hard Flesh 
Spaniard on top of his head too far with your punches should score two savage hits 


PUNCH PUNCH BOOM PUNCH 


You can back your opponent into the II 
wall with this high impact combina- 
ton! First, jump at him and throw a 
Hard Punch before landing, then 
press Left then Down plus Hard 
Punch. You should now be in great 
position to throw a Sonic Boom utiliz~ 
ing a Hard Punch. Finally, end the 
combination with a Hard Punch with 
the Control Pad in the Neutral posi 
tion. 





TOP SECRET! 


Have you ever noticed that when the computer 
controls Guile, he can Flash Kick without holding 
a crouching position first? Hey, that’s cheating! 
Well, you can cheat, but in a different way. Here's 
how. Press and hold Down/Left then Right plus 
any Punch Button for a Sonic Boom. Immediately 
after that, push Dowr/Lett plus any Punch Button. 
You have to do it very quickly. At this point you 


should press Up plus any Kick Button for a Flash 
Kick. The amount of time that it normally takes to 
accomplish these two moves ts greatly reduced 
by following this procedure. 




















Although he hails from the U.S.A, karate-meister Ken honed his fine 
fighting skills by studying under a renowned martial arts master in 
Japan, where he was pushed to excel by training partner and fel- 
low street fighter Ryu. He is perhaps best known for his Shoryuken 
attack, but he has developed strong skills in all areas. He is a formi- 
dable opponent who never leaves home without his Black Belt. 







MDVE SPEED 
JUMP SPEED 
JUMP POWER : 
ATTACK : 
DEFENSE 


CO 








It took hard work and discipline for Ken to become a top- 
notch street fighter. His special moves Include the 
Fireball, the Dragon Punch and the Hurricane Kick He 
can also put together an awesome combo of Shoryuken 
moves that can leave his opponents begging for mercy. 
But beg though they might, Ken won't quit-he takes his 
street fighting seriously 


fiancée 


DATEDFBIRTH | 2/14/65 
IGHT Sf. Din. 
WEIGHT 169 Ibs. 


Ea 


comrade master/pupil 
MEASUREMENTS —B 44 in./ W 32 in./ H 33 in. : Ss 
LIKES " Spaghetti master/pupil 


DISLIKES Plums 
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OTHER ATTACKS 


Ken is steady and consistent 
at performing his basic 
moves-his years of study and 
hard work show He can also 
execute a couple of impres- | 
sive throws that will land just 
about anybody on the con- 
crete He must stand very 
close to his opponent in order § 
to perform the throws Press | . 
and hold Right or Left then ti very close to your opponent, Use Herd Punch or Kick to really 
press the Hard or Medium hojg ceft, then press a Medium or pound your opponent Its @ good fin- 
Kick or Punch Button. Hard Punch or Kick Button Ishing move 












SPECIAL ATTACKS 


FIREBALL 

Did someone say tire extinguisher? 
Ken can strike terror in his opponents 
with his battle cry. Hadoken! With it, 
he announces that he's about to 
throw one of his awesome Fireballs. \ BY ) 
To make the fiery toss, press Down, é the 
Down/ Right, Right, then any Punch get Pune UGHT KICK 

Button. If you time the moves correct- 
ly, Ken will stretch out his arms and 
let a bigFireball fly across the screen 
towards his opponent. The strength of aay 
the punch determines the speed of ‘ comm 
the Fireball All three are effective oe 
means of toasting the competition. 









EDI 





GH PUNCH, LIGA Ki 


@ DRAGON PUNCH 


The Rising Dragon Punch (aka the 
Shoryuken) ts a fearsome karate 
combo capable of inflicting some sen- 
ous damage. To perform the dreaded 
flying punch, press Right, Down, 
Down/Right and any Punch Button. 
The stronger the punch, the higher it 
fles You can quickly pull the punch 
when you're getting up from being 
decked, so it's a good recovery move 
The Shoryuken also keeps you from meoelnet ee 
being damaged by Fireballs —it they fly a 5. 

when you're in the midst of the move, 
they won't injure you. 





Co 
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KARO PUKE 










UGmT PUNCH GH KI 





my 
gS 
ul ». 


z EDU 
Ni 


(GH PUNCH {UGH Kick 


mi HURRICANE KICK Se 


Ken's Hurricane Kick 1s a high-flying, 
showstopping powerhouse of a move 
To perform the stunt, press Down, 
Down/Left, Left then any of the Kick 
Buttons. A Hard Kick will extend the 
move, which he can also do while air- 
borne. Just jump then quickly press 
the same button sequence To add to 
the intensity of the Hurricane Kick, 
Ken lets loose with “Tatsumaki 





KD PUNCH 
~ 





HARD RICK 





UGHT PUNCH, GT AGC 





Senpukyaku" at the top of his lungs worn pee 
as he follows through. The scream 1s i A MERTON 
enough to send chills down the a x cH 
spines of potential nvals. i e my 4 & 
MEDI 
Neg 
‘UGH PUNCH. IGT KACK 
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BASIC TACTICS 


FIREBALL FURY 


Fling a Fireballand follow 
ttup with a combo move 
while your opponent 
jumps to dodge it. Punch 
on the way down or try 
sweeping his legs out as 
helands. 


KEEP 'EM CORNERED 
Take control Force your opponent to 
the edge of the screen and keep up 
a relentless attack With his back to 





the wall, he will have fewer avenues 
of attack and little choice of how to 
avoid your assault. 


BONUS STAGE STRATEGIES 


BONUS STAGE 1 
Believe it or not, the boss of the first 
bonus stage 1s a car, and your goal 1s 
to leave it in need of some serious 
body work. Hammer tts right side 
with Dragon Punches or Hard 
Punches then pound on the left. 


SS Doreen, 


Use Hard Punches to pulverize the car s right side 
then, when that side 4s bashed beyond repair, 
switch to the other side and customize It, too 











MEDIUM PUNCH 


LIGHT PUNCH 


LIGHT KICK 





MEDIUM KICK 


HARD PUNCH 


BONUS STAGE 2 
Karate experts are famous for break- 
Ing bricks, but Ken takes on a whole 
brick wall in Bonus Stage 2. Using 
his powerful Dragon Punch, he'll call 
on the power of the dragon to help 
him pound through it, 


ie as, , 

Use Dragon Punches and Hurricane Kicks to de- 
stroy the brick wall Start on the lower left, step up 
and destroy the top, then linish tt with s punch 








tons 


When you re lighting with Ken, you ll pull Jots of 
Hard Punches and Kicks, so put them within easy 
reach The A end X Buttons would be good choic- 
2s Put the Medium moves on seldom used but- 





HURRICANE WARNING 
When the forecast calls for a 
Hurneane Kick, street fighters had 
better batten down the hatches 
and take cover It's always an ef- 
fective move, but when you make 
the final Kick High and Hard, Ken 
fans the room at a whirlwind 
pace. It'll leave opponents cower- 
ing. 







BONUS STAGE 3 
They roll out the barrels in the third 
Bonus Stage Stay in the center, 
crouch and use a Hard Kick to break 
the barrels 

















USE THE RISING DRAGON 
When you manage to deck Guile, 
stay a safe distance away and jump 
up and down with Dragon Punches 
as he tnes to stand You won't actu- 
ally hit him, but punching will draw 
him towards you with an attack move 
like the Sonic Boom. Land a Dragon 
Punch as he completes the move to 
do some serious damage 


— - 





W KEEP HIM CORNERED 

Guile tends to back off when you 
approach, so it's relatively easy to 
back him into a comer Force him to 
one side where he has little room to 
maneuver and batter him with a 


series of moves—punches and 
kicks—that will keep him reeling 
Keeping him in the corner reduces 
his options, so contine him there for 
as long as you can. 

















In the Normal Mode, Guile fights 
with many jumps and kicks. It's 
easy to deliver damaging punches, 
but Gulle is also more adept at hurt- 
ing you. One of the best moves for 
Ken to use ts his famous Rising 
Dragon Punch. Catching Guile on 
the way down trom a jump or kick is 
effective. 


COMPUTER KEN 
Computer-controlled Ken isn't very 
clever. He uses the same series of 
moves over and over, so watch for 





oe -— Jee, 
Watch for a pattern in the maves that Ken makes 
Defend yourself and wait for the nght moment to 
catch him off guard with a Dragon Punch 


PUNCH FEST 
Stand in the center of the screen [ 
near Ken, but not so close that 
you'll land a punch Throw a series 
ot Light Punches to make him 
crouch and defend himselt When 
you pause, he'll leap forward. As 
he does, throw a Dragon Punch 
betore he can lay a hand on you. 
He'll wish he'd stayed back in his 
own comer 
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the pattem and prepare to throw your 
Rising Dragon Punch at an oppor- 
tune moment. 








FIREBALL FLING 

Most of your opponents have a 
healthy respect for your Fireball, but 
clone Ken ts a relatively easy target 
When you knock him down, get ready 
to throw one. Press Down, Down/ 
Right, Right, and any punch to let it 
fly as he attempts to stand back 
up-he won't be able to avoid it, and it 
will make him sizzle but good. Try 
this move any time you've managed 
to make him kiss the concrete 


hd | ae Ot 
| aly 


When you throw your series of Light Punches, com- 
puter Ken will cower in the corner until you stop 
When he leaps forward et you, get ready to deliver 
devastating Dragon Punch to your look alike 











Catch Ken as he s trying to get back on his feat 
Press Down, Dowa/Right, Right and Punch to 
throw a Fireball that he can tavoid 







STOP HER IN MIDFLIGHT 
Chun Li likes to leap, and most offen, ARNS 
she heads straight at you. Your most 
effective move against her is the 
Dragon Punch, but it's not easy to pull 
off You must press Right, Down, 


Chun Li can't use her Fireball 

in the Normal Mode, but you 

46. £¢ a” can use your Hadoken-and it 

j delivers more damage than it 


Down/Right in one continuous motion 4 

then follow it quickly with any punch. EF ‘ = oe ue pup: Chun aan ean 

If you catch her as she lands, the B34 : ISOIESSIVely 180.4 'go0d sirale- 
gy is to time Fireballs to stnke 


her as she comes down from 
a jump. You can stand back 
and attack from a safe dis- 
eT a a ee ee tance A few well-timed shots 
COUNTER THE KIKOKEN will take her out. 

Chun Lt has effectively A mf 2 ] 
copied Ken's Fireball 
with a move she calls 
the Kikoken When she 
throws a Fireball at you, 
Jump over it. She won't 
be able to move until the | 

Fireball fades, so finish | 
our jump with a High —— | 
es i ne head. Fallen th a pas — = Use your Fireball technique often Time it 

wun Li's Fireball is an accurate She can’t move for a moment ip ither wile dhe gin tinal? 


up with a punch or two. knock-off of Kens Get ready to after throwing the Fireball Its a 
jump when she throws one good time to close in with @ kick 


|< ZANGIEF 


HANG BACK DODGE THE SPINNING CLOTHESLINE 
The best strategy for fighting Zangief is to stay as far Zangief's Spinning Clothesline attack ts tough for Ken to 
away from him as you can. Fireballs are good for remote handle. Don't try to counter it, just try to avoid it When 
attacks, and you can actually land Dragon Punches from he uses it, dodge then land either a High Kick to the 
quite a distance The distance that a kick or punch will head or a Low Kick to his legs 
reach depends on the strength used. The stronger the 
kick or punch used, the farther it will reach. 


fact, this counter-attack works very 


punch will be especially effective. In 
well with all enemies 




















Zangief can't use his Turbo Spinning 
Clothesline in the Normal Mode, so he's 
not as dangerous—and he's not very 
agile, either If you throw a Fireball, you 
can hit him with a Dragon Punch as he 
tnes to jump over it. 












STRATEGY FOR "STRETCH" 
Dhalsim tsn't particularly strong or 
fast, so he's not very difficult for Ken 
to beat. Knock him down, then stand 





near him and do a Light Hurricane 
Kick, That will make him slide 
towards you. Block the slide, then do 
a Dragon Punch and deck him. if you 
keep repeating these moves, it won't 
take you long to win the match. 


fj 





“Hadoken!" Back Dhalsim up to the wall and 
wait for him to jump. When he does, shoot off a , 
Fireball that will hit him in the lower legs as he | 
comes back down. He jumps a lot in the Normal : 
Mode, so you'll have plenty ot opportunities to ji 
use this move He's relatively weak at defense, 


so it won't take long to beat him. 


FIGHT THE FIREPOWER 
Because they trained together for 
many years, Ken and Ryu have skills 
that are very similar. Ryu relies heav- 
ily on firepower Ken can easily jump 
over the Fireballs. Stand within a leg's 
reach of Ryu, jump the Fireball, and 
High Kick while airbome to strike 
while he's temporanly immobile 


CORNER RYU 
Back Ryu into the wall and stand 
Just out of his reach. Throw several 
Light Punches from there They 
won't damage Ryu but they will 
make him leap forward at you. 
When he lunges, be ready to pull a 
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Ken knows what to expect from his long-time com- 
rede When he shoots off a Fireball, jump st and 
land a High Kick to Ryu's head 


Dragon Punch that will catch him on 
the descent. You must time the 
punch precisely to keep from ending 
up on the losing end of the 
encounter Keep trying the maneu- 
ver until you have it down pat. 














WATCH THE WARP 
Dhalsim practices a special form ot 
yoga and can perform a unique move 
the Yoga Teleport He uses the move 
to disappear from one spot and reap- 
pear elsewhere on the screen. You 
never know where he'll show up, but 
as soon as he does prepare to do a 
Low Kick. He ts immobile tor an instant 
after he reappears, so It's a perfect 
time to do some damage Press Down 
and any of the kicks. You'll do. a clean 
sweep and waste the warping Dhalsim. 





TRY TO TRAP RYU 

Its easy to get Ryu to back into a 
comer Back him up as far as you 
can, then keep repeating the follow- 
ing moves. First, shoot a Fireball trom 
close range. He'll jump to avoid it. As. 
he comes down trom the jump, let 
him have it with a powerful punch. 
Because of his position, he has little 
choice of counter-attacks. 








CVS.EHONDA 


CONTROL THE FLOOR 


I SPECIAL COMBINATIONS 


— Honda ts certainly powerful, but he's not very fast. What E. Honda lacks in speed, he makes up for in 
Force him backwards until he runs out of room, then power. It's good to have a couple of effective combina- 
throw out a Fireball He'll slowly lift his considerable tion moves to keep him busy First, shoot a Fireball and 
weight off the tloor to jump tt. As he comes crashing Prepare for him to jump. Be careful-sometimes he coun- 
down, hit him hard with a Dragon Punch 





ters the Fireball with his surprisingly speedy spinning 
jump. As he comes down, sweep his legs out with a Low 
Kick. Another effective combo is the double Dragon 
Punch. When he jumps slowly, land an Uppercut. You'll 
have time to use a Hard Dragon Punch on his way down. 





Honda's special spinning jump ts his greatest strength, and he 
doesn't have it in the Normal Mode He's reduced to a large 
lumbering mass that Ken can easily out-maneuver in this 
mode. The safest bet is to stay on the opposite side ot the 
screen and shoot off frequent Fireballs He'll sump to avoid 
them. When he does, catch him with a Dragon Punch 





VS. BLANKA 


A POWERHOUSE OPPONENT 
You have good reason to fear your 
encounter with Blanka. He Is strong 
and fierce As he approaches, make 
him back off by crouching and kick- 
Ing low. When he backs up to a safe 
distance, shoot a Fireball 





REAL POWER MOVES 
Blanka has a couple ot awesome spe- 
clal moves that give him a definite 
advantage over the competition: his 
Vertical Roll and his Electricity. 
Defend as he begins to tum electne, 
which takes a few seconds Before he 
can fully power-up, though, do a quick 
Low Kick Youll interrupt the power 
flow When Blanka goes tor the 
Vertical Roll, he usually does two ina 
row. Be prepared to Dragon Punch as 
he flles up and down. 














Stripped of his two special 
moves in the Normal Mode, 
Blanka ts much less threaten- 
ing When you throw a Fireball, 
he'll try to duck under tt, but 
he just can't crouch low 
enough to avoid it completely 
Punches are also effective. 


OO 
VS. BALRO 


GO FOR THE LEGS 
Balrog 1s a former boxer who tnes to 
get by on brute strength, which he 
has in great measure. He's not par- 
ticularly clever, though His legs are 
his weakest area, so crouch and 
Low Kick repeatedly. 






MAKE HIM FLIP 

If you try to jump over Vega, he'll 
perform his backflip. He's invincible 
while he's in the air but vulnerable 
for a moment or two after he lands. 
Punch him when he lands, then get 
him to backfhp again so you'll have 
another opportunity to attack 
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JUMP AND PUNCH 
Balrog ts weaker than most as he 
gets up, and he's easy to topple. Use 
Low Kicks to knock him down, then 
punch him as he tries to recover. 
Keep repeating to defeat him. 


PUNCHING BAG 
Hard Dragon Punches are especially 
effective against Balrog If you back 
him up against the wall, he'll just 


2 


CAGE CLIMBER 
When you fight Vega on his own turf, 
you'll be inside a cage that Vega 
sometimes climbs on. He can mount 
a mean attack from there, too. With 
his menacing clawed hand, he'll 
climb up the fence then suddenly 


When time's running out or the fight- 
ers‘ stamina 's getting low, many of 
them change their strategies. Vega 
uses a slide attack or switches to his 
special rolling attack when he’s about 
done for. Watch for his new tech- 
niques and be prepared to throw a 
Dragon Punch to finish him. 







stand there and take abuse. He'll put 
up his gloves, but won't fight back. 


jump off it straight for you. Quickly 
prepare to Dragon Punch as he 
comes down. If you time it accurate- 
ly, you'll diminish the effect of his 
atlack and do some substantial dam- 
age yourself 





TAME THE TIGER SHOT 


Sagat 1s fond of using his Tiger Shot. Avoid 
it by jumping, then hit him with a Hard Kick 


while you're in the air and he's unable to \ 


move When you land, immediately attack 
his legs with Hard Kicks. Keep in mind that 
your original jump must be quick, because 
the Tiger Shot travels faster than a regular 


Fireball does. Still, Ken is quick enough to , 


Jump it without sustaining any damage. 


J THROWING TECHNIQUE 


You can keep Sagat’s head spinning always uses the Tiger Uppercut, but ‘ 
with a special jump technique Knock he'll aim for the spot you just left \ 









— 





USE KICKS 


lt's a good idea to concentrate your 
attack on Sagat's lower body while 
he continues to throw punches 
Kneel down and wait. He'll approach 
and erther kick twice or punch. Stay 
low and use low Hard Kicks to sweep 
his legs out from underneath him. 
When he regains his feet, keep work- 
ing on his legs. Sweep them again 
and again. It won't take long before 
you'll have him down for the count. 


x 





him down, and then, as he stands, Keep jumping back and forth. 2 


jump over him. When you jump he Confuse him. 





fe 
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BULLY BISON 
Psycho-case Bison is a is 
scary individual. Stay back 
In your own corner and 
shoot a Fireball at him He'll 
jump to avoid it and come 
straight at you. <boul mR — 
Punch him as he's about to 
land, then retreat and get a 
ready to send off another Z 
Fireball He stays in the air 
for a long time, so it's easy 
toattack him there — 


STOP THE PSYCHO 

When Bison dives straight at you in his 
dreaded Psycho Crusher move, 
there's not much you can do You can 
counter the Psycho Crusher with a 
Dragon Punch, but it's very difficult to 
time the punch so that you get out of 
the encounter with little or no damage. 
To neutralize the dive, you must 
Dragon Punch at precisely the same , 
moment that he first touches you A 
Fireball ts also effective. 





DUCK AND FIRE 

When you wait in your own comer, Bison might walk 
towards you instead of Jumping. When he does, wait 
until he almost touches you, then duck quickly. Use a 
Hard Kick and Fire- 
ball together. This 
combo doesn't cause § 
much damage, but it 
Is effectve because it 
makes him back off 
and buys you some ; 
time to set up a differ- 
ent attack 
















<————————————————— EE 


COMBINATION ATTACK 


KARATE COMBO 


Ken has a couple of karate combos that are dynamite. 
First, move in so you're toe-to-toe with your opponent. 
Let fly with e Hard Punch with the Control Pad in the 
neutral position. Follow it up without pausing-execute an 
excellent Shoryuken by pressing Right, Down, then 
Down/Right in combination with any punch. When you 
perform this move correctly from the best position, you'll 
inflict senous damage on your nval 


| PUNCH-0-RAMA 


Jump at your opponent and, just as . 
you're about to lend, do e Hard 
Punch. Just after you land, press 
Strong Punch again. Immediately af- 
ter that punch, rip off four Strong 
Dragon Punches in quick succes- ; 
sion. Some enemies will bear the 
brunt of all four Dragon Punches, but ™ 
others will retreat after the thurd, 


1 KICK AND PUNCH 


Another good series 
of moves begins with 
you jumping over your 
opponent. Start with 
the leep, but before 
you land, do a Hard 
Kick. Immediately up- 
on landing, execute a 
Hard Punch followed 
by a Hard Dragon 
Punch This se- 
quence will land four 
punches, regardless 
of who your opponent 
happens to be. It is an 
extremely effective 
combination 
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m THE ENERGY DRAIN 


Even more awesome than the karate combo described 
at the left is this slick set of moves that Ken considers to 
be his best. Jump toward your opponent and use a Hard 
Punch just before you lend. Upon landing, immediately 
follow tt up with another Hard Punch. ee follow that 
move quickly with a Hard ’ 

Shoryuken. It's likely to be 
lights out for your oppo- ‘ 
nent 
















The sequence for a regular 
Hurricane Kick is Down, 
Down/Left, Left and Kick. Ken 
can elso do a fade-away 
Hurricane, which is especially 
useful because he's not the 
fastest guy around. Press 
Down, Down/Left, Left, Up/ 
Left and Kick If he's close 
enough to his oppenent, he'll 
land the Kick. 


CHUN LI 











CHUN LI 


A STUDY IN FINESSE 


Chun Li is the smartest fighter competing in the Street Fighter 
tournament. She has to be. Her stature is small, so her intel- 
Jigence must be directly tied to her fighting in order for her to 
survive. But just because she's small, doesa't mean that she 
isn't powerful. She's very strong! Chun Li has incredible foot 
speed with her kicks, 

A ia a 


MOVE SPEED 
JUMP SPEED 








CHARACTER PROFILE 


Like Guile, Chun Li's main reason for entenng the Street 
Fighter toumaments ts revenge. Her father, an investiga- 
tor, was looking into the Shadowloo cnme organization. 
Apparently, he was looking too far because M. Bison put 
and end to his snooping for good Chun Li has vowed 
revenge! She longs for the day when thoughts of M. Bison 
never have to cross her mind 


CONNECTIONS 





DATE OF BIRTH 3/1/68 
HEIGHT || Sit. Bin. 
WEIGHT = 
MEASUREMENTS | B34 in. /W22in. /H35 in, 
BLOOD TYPE in 

| Aerobics, Education 
OISLIKES .. | 'M. Bison 


master 
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BASIC MOVES 
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OTHER ATTACKS 
Because of her ae 
incredible jumping Tae = 
ability, Chun Li Is ©; 
viewed to be one of | 
the more “active” 
fighters In the tour- # Ws 
nament. She has a Aa 
wide variety of Vas 
attack angles. Her 3 22) 1 
opponents never 


know where the ‘chin t can throw even the Use Medium or Hard Kicks Chun Li s jumping attecks 
attack Is gOINg tO jargast rival if she s posi- at close range 1s an excel should be heavily employed 
come from. tioned properly fent streteqy In battle 









Reus 


lf FIREBALL 

The Kikoken Fireball is Chun L's an- 
swer to Ken end Ryu's Hadoken and 
Guile’s Sonic Boom. It works the 
same way. Press Left, Left/Down, 
Down, Right/Down, end then Right 
plus any Punch Button. A blue ball of / 
flames will emanate from Chun Li's Lich PUNCH Waite 
hands and streak toward her oppo- 
nent. Depending on the strength of 
the punch, the Fireball will travel at 
varying speeds. A Hard Punch at the 
end of the Controller motion produces 
the fastest-moving Kikoken shot. One 
importent thing to remember is that 
Chun Li won't be able to move very 
well immediately following the shot 





GAT PUNCH / LIGHT KCK 


@ WHIRLWIND KICK 


With great acrobatic tlair, Chun Li can 
flip herself over, begin spinning, and 
make like a helicopter The Whirlwind 
Kick, aka Spinning Bird Kick, is ac- 
complished by pressing and holding 
Down for a second on the Control 
Pad and then pressing Up plus any 
Kick Button. Chun Lt will execute a 
perfect handstand and will begin to 
spin when you press the Kick Button. 
This move often scores more than 
one hit because her legs are spinning 
around so fast. This move does take 
@ little tme to set up end execute, so 
don't attempt it if you are under at- 
tack 


@ LIGHTNING KICK 


Arguably Chun Li's most potent form 
of attack, the Lightning Kick, shows 
off her fabulous footwork This move 
is easy to accomplish and can really 
put the hurt on an opponent. It also 
scores many knock-downs and ts of- 
ten employed by Chun Li to finish off 
her rival. Press any Kick Button as 
rapidly as you can. If you're using a 
turbo Controller to play as Chun Li, 
we suggest setting each of the Kick 
Buttons to the turbo setting. This way, 
your thumb won't get tired from hav- 
ing to press the Kick Buttons so many 
times-you just have to hold them 
down! 





DGHT PUNCH, 
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| <_BASIC TACTICS 


ELEVATED THROW 

For her size, you'd thenk that Chun Li 
would try not to getved sIved in fierce 
hand-to-hand combat, especially with 
some of the larger fighters However, 
she remains undaunted and finds 
herself quite comfortable with close- 
quartered fighting Witness her throw 
technique while in the air. Jump to 
your opponent for the grab and throw 
him for a loss. 





Dhalsim 1s not in a good attack position at the 
height of fis jump but Chun Li ts Jump toward 
im and press Medium or Hard Punch tor the 


thiow 


BONUS 


BONUS STAGE 1 
To destroy the car, do a Whirlwind 
Kick on the left Use a Hard Kick with 
it to effectively kick in the passenger 
door. Jump over the car and use 
Hard Lightning Kicks to take care of 
the rest. 





enough times to bash it in The Lightning Kick will 
easily teke cere of the rest! 


KIKOKEN FIREBALL 
Although Chun Li has better meth- 
ods of attack, the Fireball works 
great In many situations. For exam- 
ple, since Zangief doesn’t move and 
jump very fast, a flaming Fireball 
may be just the thing needed to gain 
the upper hand tn the match. It's 
best for Chun Li to fire them from a 
long distance! 







BONUS STAGE 2 
Bonus Stage 2 1s handled in the ex- 
act same manner as you handled the 
car, with the exception that you 
should stay on the left for everything 
A Whirlwind Kick should be followed 
by Lightning Kicks. 


a, a 
bricks doesn t stand e chance egemst 
Chun Li's powerful kicks! The lour sections of 
bricks will crumble ewey very quickly 


RECOMMENDED CONFIGURATION J 


MEDIUM PUNCH 











HARD KfCK 


MEDIUM 


LIGHT PUNCH KICK 


LIGHT KICK 


HARD PUNCH 





WALL JUMP 


To cover a long distance in a short 
period of tme, the Wall Jump ts just 
what you need. First of all, Chun Li 
needs to be at the far left (or right) 
side of the screen. If she ts on the 
left, press Up/Left until she jumps up 
and finds the wall Just as she touch- 
es It, press RighYDown She will au- 
tomatically leap out from the wall to- 
ward her opponent Go for an attack 
move at the end of the sump! 





BONUS STAGE 3 
Using Hard Punches ts the way to 
score big in Bonus Stage 3. Wait in 
the middle of the screen and punch 
away at the barrels! 





Chun £1 olten uses Medium and Light Kicks 
Knowing this, we recommend placing the)r functions 
on the A and B Buttons If you tend to favor Hard 


Kicks, you may want to switch it with Light Punch 





1 NA HD oan 








USE THE FIREBALL 
When battling Guile, tts a good idea 
to throw a lot of Fireballs Guile is 
able to jump them, but Chun Lt will 
be waiting for him when he lands. A 
Hard Kick to his chest just as he 
lands ts in order 










HURRICANE STOP 
To defend Ken's potent Hurricane 
Kick, press Down and put up a block 
Ken will spin past you, land and imme- 
diately throw a Shoryuken. Block it, 
too, and then grab and throw him just 
as he lands 





Keo ties two of his power moves together, but 
Chun Li can block both and then send her 
Amencan rival flying to the ground! 
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@ AT CLOSE RANGE 


At close range and low to the 
ground, Guile will often throw several 
crouching punches, Block them and 
then wait for the uppercut that Guile 
usually throws Keep pressing Down 
and press Hard Kick. Next, block the 
two Hard Kicks that Gutle will dish 
out and then floor him with another 
crouching Hard Kick. 








THRDW TECHNIQUES 
If you happen to knock Guile to the 
ground with a Lightning Kick or some 
other power move, jump over him to 
set up for another attack When you 
jump, make sure you do it quickly be- 
cause Guile will throw an uppercut 


as he gets up off the ground. When 
you land on the other side of him, 
you should be able to throw the cam- 
ouflaged warrior by pressing the 
Control Pad toward him and pressing 
Medium or Hard Punch. 





@ LURE KEN TOWARD YOU 

lf Ken seems reluctant to move in 
for an attack, just hold your position 
and throw successive Light 
Punches. Ken will sense Chun L's 
apparent indecisiveness and will 
move in for an attack. He'll try a 


Hard Kick that should fall just short 
of you. When he retracts his leg, 
quickly move tn, grab him and 
press Medium or Hard Punch to 
land him on the ground. See if you 
can repeat this great tnck! 


Le oa 





| HARD PUNCHES & KICKS 


Hard Punches and Hard Kicks are 
Chun Li's best lines of defense for 
jumping attacks. It shouldn't take 
much practice to get the timing of 
these defensive moves down to e 
science Use them often. 





WALL JUMP OEFENSE 


ff you push your clone op- Bech 
ponent into the wall, she je") 
may execute a Wall Jump |e 
and will jump out over you. 
lishe does, just tum around 
and move in the direction 
that she's jumping and 
throw her when she lands. 










AIR THROW 
Chun Li's jumping kick attack sees her dancing on your 
head To defend tt, press Left or Left Down. Then, to 
move to the offensive, press Up/Left and then Medium 
or Hard Punch to throw her, 








is an extremely difficult 
lick to block Block st and 
then jump back 








JUMP OVER THE FIREBALL 


Instead of blocking your clone’s Fireballs, jump over 
them and toward your opponent When you finally land 
near her, blast her with a Hard Kick, If you are on the ex- 
treme opposite side of the screen when she throws a 
Fireball, you may want to fire one back at her to cancel 
the attack 





oo 
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TOSS YOUR CLONE 
When Chun Li, your oppo- 
nent, starts her Lightning 
Kick attack, it's a very good 
idea to jump over her and 
attack from behind, It's 
easy to do because she 
won't be able to move until 
her attack has run its 
course. 


HARD KICKS 
To make Zangief take the offensive, 
femain in the same spot and press 
and hold Up to make Ghun Li jump 
repeatedly Zangief will eventually 
march over toward you When he ap- 
proaches, kick him in the face! 





| ESCAPE TACTICS 


If Zangief is charging hard toward 
you, and you don't really have any 
kind of attack set up for him, you 
might want to use the Wall Jump to 
get away Press Up and toward the 
wall then press away from the wall 
when you touch tt. Get extra distance 
out of your jump by pressing Up plus 
any Kick Button. 





NORMAL MODE 


Use all of Chun Li's various 
Hard Kicks often against the gi- 
gantic Zangief Whether it be a 
jumping, spinning or crouching 
attack, the Hard Kick should 
definitely go along with tt 
















































MAKE HIM WARP WITH THE FIREBALL 


When Dhalsim ts on the far side of 
the screen, shoot off a Fireball Now, 
if Dhalsim is smart, he'll do one of his 
Yoga Warps When he reappears on 
the other side of you, let him have tt 
with a Hard Kick 


DRILL DEFENSE 
When Dhalsim attempts a Drill 
Attack, tt takes a lot of effort. What 
Chun Li should do to avoid Its stun- 
ning effect Is to block it until Dhalsim 
lands. When the Yoga master ts on 
the ground, he should be wide open 
for an attack Move in and grab him. 
Toss him to the ground with a 
Medium or Hard Punch. 








| JUMPING KICKS 


Even if Dhalsim appears to have the 
attack angle advantage, Chun Li can 
Jump, kick, and turn the situation 
around. Practice waiting until the last 
second to tum the attack around It is 
a good skill to leam. 





a A REVERSE KICK 

Press Up/Right to jump over 
Dhalsim, but jump from a position 
that will make you land almost right 
on top of him When you land, start 
pressing Light Kick Even if it ap- 
pears that you have jumped over 
Dhalsim, you may still be on the 
same side that you jumped from 











HADOKEN JUMP 
As you may know, Ryu loves to toss 
a series of rapid Hadokens in an at- 
tempt to throw his rival's timing off 
Jump out toward him to clear the Fire- 
balls and when you finally get close, 
give him a Hard Kick or Hard Punch. 





It should be fewly easy to attack Ayu after he s just 
released o Hadoken because It requires @ great 
dee! of effort to create the Fireball 
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LURE KEN TOWARD YOU 
When Ryu 1s getting up off of the 
ground, try to lure him towards you 
with a series of Light Punches. He 
will try to tnp you up with a crouching 


Hard Kick, but it will probably miss 
you As he pulls his leg back, move 
in for the grab and throw 





i CLOSE RANGE TACTICS 


lf Ryu kicks continuously during 
close range combat, the next attack 
he'll try will usually be to throw 
Hadokens. Move away and block the 
kicks that come your way Be pre- 
pared to jump the Hadokens when 
they begin because It's not a good 
idea to block them. Even with a 
block, the power of a Hadoken can 
take away your energy. 








TOSS THE SUMO 
Honda likes to jump over Chun Li's 
Fireballs. Knowing this, trick the 
sumo by firing off a Fireball and then 
move in for the throw when he lands 
Be sure not to move in too quickly or 
hell smack you. 








. BLANKA 


BRING ON THE BRAZILIAN 
Throw Fireballs at Blanka He jumps 
fairly well, so he’s bound to try to 
jump over them. What he doesn't 
know 1s that's exactly what you want 
him to do! Just as he ts landing from 
ajump, let him have it with a saucy 
Hard Kick 





NORMAL MODE 





HEAD BUTT DEFENSE 
There are two great ways to defend 
against Honda's Sumo Head Butt at- 
tack First, a simple Light Punch can 
stop the torpedo-like attack Second, 


a 


WHEN TO THROW 


f 
E 
le 


When you are relatively close to 
Honda, throw some Light Punches 
More often than not, Honda will 
counter with a Hard Punch. Be sure 





THROW AND THROW AGAIN 


Blanka’s memory 1s deficient Maybe 
it's the electrical surges that run 
through his body Sometimes, you 
can repeat a series of moves when 
fighting Blanka. For instance, start 
an attack by throwing some Light 





Throwing Blanka while playing in the 
Normal Mode Is rather easy and is a 
very effective method of attack. Hence, 
we fully recommend trying to do it as of- 


ten as possible! Jumping just to the oth- 
er side of Blanka is the best way to po- 
sition yourself for the throw 


you can press Up/Right to jump over 
the attack. Upon landing, you're 
teady for your own attack. 








to stand just out of his reach. Just as 
he ts finishing his punch, move in for 
the grab and throw attack 





Punches to lure him near you He'll 
give you a Hard Kick, but you should 
be out of reach Move in for the 
throw and then back up a bit. Start 
throwing Light Punches again as he 
gets up, then repeat the process 


—————— 





OE ——————————————— 


< VS. BALRO 


USE CROUCHING MEDIUM KICK 
\f Balrog manages to break through 
Chun Li's defenses and starts to 
throw some of his vicious punches, 
she may be in serious trouble. The 
object, obviously, is not to let that 
happen. If Balrog begins to move to- 






1 BOXER TOSS 


Balrog loves to throw mean upper- 
cuts when his opponents try to jump 
over htm. Chun Li usually doesn't 
have a problem because she jumps. 
so well. To throw Balrog, jump just to 
the other side and grab him. 


ward you, give him a crouching 
Medium Kick to back him up. Don't 
stop there—follow it up immediately 
with a jumping Hard Kick This dou- 
ble-whammy move should send him 
back to his comer! 


TD FISTICUFFS 

Chun Li can get into senous trouble 
being backed into the wall like this 
However, with a well-timed Medium 
Kick followed by a Hard Kick, she 
can usually shake Balrog's boxing 
glove assault. Jump to the other side 
of him when you finally are able to 
knock him away. 





BLOCK THE SLIDE 

You'll have to block Vega's Hard Kick 
in order to stay on your feet. You 
may notice that there is a slight 
pause after Vega executes one of 
these powerful sliding kicks. It is at 
this time that you should return the 
favor and serve up a Hard Kick of 
your own. 





WHIRLWIND KICK 
Vega seems a bit per- 
plexed by Chun Li's Whirl- 
wind! All the better reason 
to use it on him. When 
you've knocked him down, 
It's a good time to use it be- 
cause you'll have the 
amount of time needed to 
set it up. 
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THROW THE SPANIARD 
As illustrated by the first photo here, 
Vega's and Chun Li's jumping abill- 
tles are much the same. Anticipate 
when he Is going to jump and meet 
him in the air The key to being able 
to throw him while In the air is being 


able to get on a Punch Button before 
he decides to make his attack move 
Also, if he decides to get cocky and 
climb the tence, Jump up to meet and 
throw him as he jumps from the wire 
mesh. 








MORE TECHNIQUE 
Vega will often try to avoid 
Chun Li's jumping attack by 
doing a back tlip His eva- 
sive Move Is a very good 
one, but you should still try 
to throw him. Press Hard 
Punch when you get close 
to him. You may be able to 
pull it off 








DARE TO GET CLOSE 


It may seem contrary to common 
sense, but moving in close to Sagat 
works! Sagat's power comes from 
the full extension of his arms and 
legs, so if you're in close, you'll effec- 
tively tle him up. Here’s a good 
move Move in fairly close, crouch 
Down and put up a block Sagat will 
invariably give you two quick Hard 
Kicks. When he finishes, move to- 
ward him and throw him. 





TOSS TECHNIQUE 


By throwing a few Light Punches, 
Chun Li can lure Sagat toward her 


and can cause him to stop short and * 


kick a few times. Continue with the 
Light Punches so he stays just out of 
reach Move in for the throw 


CROUCHING MEDIUM KICKS 
You never can tell when Bison Is going to attack. Plus, 
his attacks are so fast, you often don't have enough time 
defend yourself A good position to wait in 1s a crouching 
stance. It allows you to block quickly and also allows 
you to trip up Bison with a greater rate of success. Use 
Medium Kicks to back him up. 





DEFENDING BISON'S HEAD 
Bison thinks he's bad! Well, he 1s, so 
you've got to be ready at all times. It 
may seem like you're blocking all of 
the time. That's not a bad idea, but 
you've got to attack to win. Get in 
your Hard Kicks whenever you can 


and then go right back into your 


blocks. 


TIGER SHOT JUMPING 
When Sagat crouches down and fires 
off his Tiger Shots, just jump over 
them and give him a Hard Punch or 
Hard Kick when you get near and just 
before you land It takes Sagat a little 
longer to recover from a Tiger Ball 






THROW HIM HARD 
To defend against this painful Head Stomp attack, put 
up a block, then press Up/Left to jump. When you're in 
the air with Bison, press Up plus Hard Punch for the 


throw move 


Shot when he fires from a crouching 
position. Take advantage of the ex- 
tra time that tt takes him to regain his 
fighting posture. Let him know that 
you mean business! 


or) 
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NEE — ————————— 
<_ COMBINATION ATTACKS 


EASY PUNCH COMBO 


This combination ts easy to accom- 
plish and works very well if your rival 
has just completed a Special Attack 
move Jump toward him and let him 
have a Hard Punch Just before you 
land. After landing, throw a Medium 





m THREE-KICK COMBO 


This combination of moves doesn't 
necessarily do a lot of damage to 
your opponents, but it's almost guar- 
anteed to drop them to the floor! 
Start It off by Jumping and giving 











Punch and then for the finish, throw 
another Hard Punch. The Medium 
Punch ts thrown so you won't back 
up your opponent so far that when 
the final Hard Punch ts thrown he'll 
be out of reach. 


them a Hard Kick before you land. 
After landing, serve up a Medium 
Kick and then, for the finishing touch, 
dish out a Hard Kick That should be 
enough to send them flying! 





1 HARO PUNCHES AND LIGHTNING KICKS 


LEVEL 


This combination features great 
preparatory moves and a superior 
finishing move The final Lightning 
Kick should be proceeded by a Jump- 
Ing Hard Punch and a Hard Punch 
after landing. Depending on the size 


and strength of your rival, the 
Lightning Kick may score several hits 
before knocking them down. And 
knock them down it willl In this exam- 
ple, Dhalsim doesn't stand a chance 
of blocking the combination. 


“Meet my fist, Yoga Geekl’ Chun "How would you like to meet my Dhelsim takes the fall es the 


Li con certeinly dish it out. 


52 NINTENDO PLAYER'S GUIDE 


fists again?’ Whet a cord! 


Lightning Kick goes into effect. 











CLOSE COMBAT 


At close range, throw a Light Punch 
and then follow it with a Hard Punch. 
This should be enough to back up 
most opponents. They should then 
be in perfect range for a full-on 
Lightning Kick attack. They may not 
even know what hit them, but they'll 
learn soon enough. 


TOP SECRET! 


Chun Lt can step on the foot 
of her opponent! Jump and 
land on the toes of your rival 


and press Down plus rapid 
Medium Kicks Press Up and 
you can score several hits if 
the first hit is on the foot Then 
push Down plus Medium Kick 
for a face cruncher. 

















i 
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As sirong as a bear, and only slightly less hairy, Zangief the 
ab wrestler looks as if he could take on most of the other Street 


Fighter ll Turbo contenders with one hand behind his back. 
His power is in his arms and in his special spinning moves. 
When you close with opponents, Zangief can make some 
awesome throws, but don't expect speed or quickness from 
this overgrown muscle man. 


MOVE SPEED 
JUMP SPEED 
JUMP POWER 





DEFENSE 








CHARACTER PROFILE 


Back when Russia was part of the Soviet Union and 
unemployment was rare, Zangief made his living by 
wrestling American grizzly bears. He never lost a match, 
although he lost considerable amounts of flesh and blocd. 
Now he works for the Russian president as a bodyguard 
when he's not slamming opponents in the converted 
chemical factory that serves as his home, 


— bodyguard 
DATE OF BIRTH | 6/1/56 
HEIGHT 7 ft. 
WEIGHT *| 256 Ibs. 


MEASUREMENTS | B 64 in./ W/50 in./ H 59 in. 
BLOOD TYPE AT 

Bear Wrestling 
DISLIKES Missile Attacks 








[zaNcier| 
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OE 


MOTHER ATTACKS 


Zangief's years spent 
pinning bears have left 
him with a wide variety 
of spectacular wrestling 
moves Move close to 
your unwary opponent 
and use the Punch and 
Kick Buttons to grasp 
and slam them down. 
When you do this in 
combination with a 
jump, the fireworks real- 
ly begin. 





Press Up in mid-jump and 
use a Herd or Medium 
Punch The Leg Dive will 
slam your opponent as 
Zangiaf comes down. 


=] 


While jumping toward 
your foe push Down and 
Hard Punch Zangiaf will 
fly at his oppanent and 
land on hus face 














boll 
ee Ss 

ef : 

‘ak 7 

Use wrestling throws by 
gatting close to your 
opponent then pushing 
forward or Down while 
punching or kicking 





SUPER DOUBLE LARIAT 


The Turbo Spinning Clothesline, or 
Lanat, tums Zangief into a tomado of 
power Activating the move is simple 
just push any two Kick Buttons simul- 
taneously. The move launches 
Zanglef into a super fast spin with his 
arms outstretched. Unlike in the ongt- 
nel game, this Turbo move can be 
done on the fly while moving to the 
left or right. Counter the special et- 
tacks of other fighters by using this 
move as Zengief's defense. Also, the 
Turbo Spin keeps Zangief sefe from 
below the belt attacks. This is a good 
move for a slow fighter like Zangief 
when approaching his opponents. 


<_ SPECIAL ATTACKS 
a 5k es | ee 3 a 





m SPINNING CLOTHESLINE 


Although not as fast as the Turbo 
Spin, the Spinning Clothesline fasts 
for a longer time, which makes It a 
great defensive move Activate it by 
pushing any two Punch Buttons si- 
multaneously. You'll be able to move 
left and right while spinning. The spin- 
ning action prevents Zangief from tak- 
Ing any damage from special moves 
while performing the Spinning 
Clothesline. Like the Turbo Spin, the 
Spinning Clothesline allows Zangief 
to penetrate inside his opponent's de- 
fenses where he can use his awe- 
some Spinning Pile Dnver Keep spin- 
ning time after time to get close to op- 
ponents. 


SPINNING PILE DRIVER 


Experts have declared that Zangief's 
Spinning Pile Driver is the most pow- 
erful move in the game. Activate it by 
pushing right, toward your opponent, 
quickly pressing the Control Pad 
clockwise through 360° and pushing 
eny Punch Button as you reach 12 
o'clock in your rotation. It doesn't 
sound easy and it isn't. The rotation 
must be fast and you must time the 
Punch Button precisely. If it works, 
Zangief grabs the opponent end flips 
him head down, then leaps spinning 
In the air and drives his unfortunate 
victim headfirst into the ground. 
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BASIC TACTICS 
DUCKING AND SPINNING 


Zangief has excellent defensive stamina, but the best 
defense is not to take demage. Against some World 
Wamors, that means ducking to avoid high attacks. Your 
best defense is to use the Turbo Spinning Clothesline or 
Spinning Clothesline moves while closing on your oppo- 
nent. Try to chase him into either comer where you hit 
him repeatedly with Pile Drivers and Spinning 
Clothesline moves. Fighters tike Chun Li and Dhalsim, 
who often attack down low, provide an extra challenge 





BONUS STAGE 1 
Attack the left side of the car first us- 
Ing your Turbo Spinning Clothesline 
until it's completely smashed in. Now 
jump over the car and pummel the 
tight side using jumping Hard 
“Roundhouse” Kicks. 





You dant hava much time here, so use the fast 
Turbo Spin on the laft side of the car and the pow- 
erful Hard Kicks on the right 











BONUS STAGE STRATEGIES 
BONUS STAGE 2 


Here you're up against the wall. 
Again usethe Turbo Spinning Clothes- 
line move on the left side. When the 
upper portion Is gone, duck and kick 
out the remaining lower bncks. 

















WRESTLING MOVES 
Zangief's bear wrestling days provided him with some of 
the best moves. The regular Pile Driver is one of the 
best-just move in close and use the Herd Kick. The oth- 
er wrestling moves can be accomplished easily by clos- 
Ing with your opponent and pushing the other Punch and 
Kick Buttons. 


BONUS STAGE 3 
In this aree, Zangief must fend off the 
tumbling barrels. Position is every- 
thing! Use the ducking Hard Kick 
from the center. 


After crumbling the top of the wall with the Turbo 
Spin, jump to the second protruding brick and use 
the ducking kick to destroy the rest. 








MEDIUM PUNCH 









LIGHT PUNCH 





LIGHT KICK HARD PUNCH 





With the Kicking and Punching Bottons lined up on 
the top and bottam, it s easy to perform both special 
Spinning Clathesiines moves 











oni 










SONIC BOOM DEFENSE 


Gulle's Sonic Booms will finish you | 


off quickly unless you spin through 
them with the Spinning Clothesline or 
Turbo Spin moves. If you're spinning 
as the Sonic Boom shot passes 
through Zangief, he won't take any 
damage. Keep spinning to get close 
to Guile and lay him out. 





WRESTLING THROWS & TACTICS 


Use Zangief's natural wrestling ability 
against Guile once you've put him on 
the pavement. When Guile is down, 
Jump over him so that you land close 
to him on the opposite side. As Guile 
starts to stand up, grab him end toss 








him using one of Zangief's patented 
wrestling throws. The Pile Driver is 
the best, but any move will do. When 
Guile is down again, repeat the 
whole sequence. 














COUNTER PUNCHING 

One of Guile's favorite ell-time 
moves Is to get in close, duck down 
end launch a fierce attack of jabs 
Since Guile must be close to accom 
plish this move, Zangief can use it to 
his advantage. Duck down to block 
Guile's Jabs. Don't worry about tak- 
Ing 4 few hits since the damage will 
be minor. Then 
step closer, grab 
Guile and throw 
him or use the Pile 
Driver. 









HURRICANE RELIEF 
When Ken launches into his incredl- 
ble airbome Humcane Kick, Zangief 
should duck down until Ken ts over- 
head. Now stand and use a Spinning 
Clothesline to rein in the Humcane. 





[ wT 0’ S WTA i 71 
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HANGING KEN OUT TO DRY 
Avoid being hammered by | sa 
Ken's Jumping Kick by duck- 
Ing defensively. When the 
martial arts master starts 
coming down, nse to the oc- 
casion by using either the 
Turbo Spinning Clothesline 
or Spinning Clothesline 
moves. You'll send him fly- 
tng. Follow him and use 
more Turbo Spins to trap 
him in the comer. Then finish 
Ken off with a Pile Driver 


THROUGH THE FIRE 


duck down 





to begin his Jumping Kick, 


‘opponent to coma inlo posi- 
tion directly ebove you 


yes 
When Ken 1s straight over: 
head, Zangief should use one 
of his two special spinning 


moves He || stand up and 
knock Ken out of the arr! 


and wait for your 





Ken, when controlled by the comput- 
er, will often throw several Fireballs 
at you in e row. Zangief's Turbo | 
Spinning Clothesline and Spinning 
Clothesline moves allow the Fireball 
to pass harmlessly through him. 
While spinning, edge closer to Ken. 
The best time to attack is nght after 
Ken throws a Fireball, because he'll 
remain still for a second 





AIR CHUN LI 

Chun Lt seems part bird since she 
spends so much time tn the arr. 
When she leaps over Zangief, jump 
straight up, push Up and hit any 
Punch Button to activate the Head 
Butt That will put her on the ground. 
Get closer and when she tries to 
stand use a Throw or Pile Driver 


CORNERED 
Trapping Chun L1 in the comer is one 
of the quickest ways to win. If you're 
close to her, use a Throw to put her 
in the comer Once her back ts to the 
edge of the screen, use Light and 


Gnos Chun Lis forced into the corner, use Light end 
Medium Kicks repeatedly and then the Spinning or 
regular Pile Driver Then repeat this combination 









= 


When Chon ij jumps over Zanguet, use the Head Butt 
when she 1s diractly averhead You ll knack her down 
and be able to close in for soma power moves 


Medium Kicks followed by a Pile 
Driver or Spinning Pile Driver. By 
keeping Chun Li in the corner, 
Zangief can repeat the sequence un- 
til he wins the fight. 















NORMAL MODE 


In the Normal Tournement 
Mode, Chun Li will continue 
Jumping et you with high kicks. 
The Head Butt can be effec- 
tive, but also use the Turbo 
Spinning Clothesline and 
Spinning Clothesline moves 

























POSITIONED FOR PILE DRIVING 
Zanglet always tnes to close in on his opponents so he 
can throw them using his super wrestling moves, espe- 
cially the Spinning Pile Driver. Since this is also your 
goal as Zangief, the tnck 1s knowing when to start the 
move Begin the move when you're about arm's length 
away. If you're too close to the enemy, he'll grab and 






in the Normal Tournament 
Mode, Zangief has little 
success avoiding aggres- 
sive attecks Repeatedly 
using the jumping Hard Kick 
will keep him on the run. 


JUMP KICKS 
When you've been backed into the comer, use the jump- 
ing Herd Kick to give yourself some breathing room as 
well as do damage to clone Zangief Even if your evil 
twin tries the same maneuver, you can get yourself out 
of a tight position. 














YDGA TELEPDRT 
One of the wildest moves in the game 
is Dhalsim's disappearing trick-the 
Yoge Teleport. There's nothing you 
can do when the guru is invisible, but 
if he appears close to you, immedi- 
ately hit him with hard Kicks. 


VS. RYU 
PILE IT ON 


Ryu seems awtully fond of hanging 
out In the comer, from which he can 
blast opponents with Fireballs. If 
you're close to him, you can throw 
the Spinning Pile Dnver repeatedly. 


KICK HIM WHEN HE'S DDWN 


When Ryu s on the ground, stay at 
a safe distance. As Ryu tnes to get 
up, use e Medium Kick. You'll miss 
and Ryu will try to counter with a 
Hard Kick. Zangief now uses e Hard 


iti 


7 


When Ryu is on the ground, 


BREAK THE DRILL 

When you move closer to Dhalsim, 
he may leap into his dangerous 
Spinning Drill Kick attack Back off to 
avoid being dniled. Just as Dhalsim 
Starts the drill move, use your Turbo 
Spin or Spinning Clothesline. When 
he 1s about to hit you, you'll knock 
him down instead 





that will send Ryu to the planks once 
again. If you time your kicks well, 
you can repeat this combination over 
and over until Ryu can't get up and 
loses the round. 





As Ryu starts to get up, throw a Ryu will try a Herd Kick. Zengief 


don’t get too close to him Stey Medium Kick, even though you'll cen then use @ Hard Kick to 


cut of his reach miss 
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knock Ryu beck down 
















NORMAL 


In the Normal Tournament 
Mode, once you've put Dhalsim 
on the mat, continue your at- 
tack with Light Kicks. Follow 
them with e Spinning Pile 
Driver when he 1s about to 
stand up. That move will leave 
Dhalsim gasping on the 
ground again, so you can start 
the combination over egain 
with Light Kicks 






THRDUGH THE FIRE 
As with other shot attacks, Zangief 
can avoid damege from Ryu's 
Fireballs by using his two patented 
spinning moves. Ryu often crouches 
at the edge of the screen and hurls 
several Fireballs, one after the other. 
Keep spinning and closing in on him. 








FOLLOW UP MOVES 
After throwing E. Honda, follow be- 
hind and hit him with a Medium Kick 
as he climbs back to his feet You 
should stand at the distance shown 


in the second photo below. Immedi- 
ately after the first kick, use a duck- 
Ing Hard Kick to knock the sumo 
back onto the tiles 












DRIVING IT HOME 
You can't finish Honda off by taking 
half measures. As he moves closer, 
wait a moment, then hit him with 
your Spinning Pile Driver If you miss 
the Spinning Pile 


Super Sumo Press 
which would be 
hard to bear, 


Driver you'll prob- | 

ably take a Hun- | 

dred Hand Slap or ys : ee. 
AY 









e 


THE SUMO HEAO BUTT 
Honda's Sumo Head Butt can be a 
devastating attack. You'll have to re- 
act quickly to it. When Honda ts in 
mid-flight as shown, launch into the 
Turbo Spin or Spinning Clothesline. 
lf you time it right, you'll hit him at 
arm's length. 








BRAWN AND THE BEAST 
Blanka can prove to be a handful. 
When he tres to close with Zangief, 
start your Spinning Pile Driver at 
about the distance shown in the first 
photo. If you miss and Blanka gets 





ASF , é 

Wait for Blanka to get close enough to you to be- 
gin your Spinning Pile Driver It will take the wind 
out of his sails This 1s also a very risky move be- 
cause you have to let Blanke get close 


USING YOUR HEAO BUTT 
One of Blanka’'s favorite moves ts the 
Rolling Attack When he's coming at 
you at the distance shown here, 
that’s the time to hit him with your 
Head Butt. Jump straight up, hold up, 
and push the Medium or Hard Punch 
Button. 


too close, you'll feel his Head Bite. 
Be ready to throw an immediate 
Turbo Spin or Spinning Clothesline if 
Blanka uses his jump attack. 


When Blanka uses his jump ettack, counter it by 
using one of your special spinning moves when 
he’s still in the air You |! stop him cold 
















NORMAL fh IE 
Duck down in Zangiefs defen- 
sive stance and use Light or 
Medium Kicks to force Blanka 
backwards. Not only do you 
damage him, but you can 
drive him into a corner. It 
works In the Turbo Mode, too. 











¢ VS. BALROG 


DUCK AND KICK 
From your defensive ducking position, 
use the Hard Kick when Balrog is 
sprinting toward you. Not only will you 
stop the charge, you'll give him some 
serous damage Then give him anoth- 
er Hard Kick when he tnes to stand. 









Bashers : 
Stop Balrog s Desh move by ducking and using a 
Herd Kick When he tries to get up, use another 
Herd Kick to add injury to insult Keep up the kicks 
until it s over of Balrog backs off 





JUMP ATTACK 
Zangiet's Jump Attacks aren't always. 
a good idea, but against some oppo- 
nents such as Balrog and Blanka, 
they can be devastating. Once 
you've knocked Balrog down, start 


using your jumping Hard Kick just as 
he's about to climb back to his feet. 
Then, when he's down, you can 
stomp him with a ducking Medium 
Kick. Now, just repeat the sequence. 








SPINNING MDVES 


In most cases, Zangief's best 
move Is to keep spinning 
while waiting for Balrog and 
other fighters to get close to 
him. When Balrog comes 
within arm's length, you'll 
knock him back if you're spin- 
ning. You can also close in on 
him as you're spinning 








PATIENCE 
While Vega climbs the chain fence, 
Zanglef should wait in the opposite 
corner, ducking down. As Vega's 
jump carries him across the screen, 
just before he lands, use the 
Spinning Pile Dnver to wrap him up. 
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HEAD BUTTING 

Vega has clambered up the fence in 
preparation to jump at you. Waiting 
at a distance, Zangief can greet his 
opponent with a Head Butt that will 
send Vega fly- 
ing. The move 
must be timed 
so you hit Vega 
when he's over- 
head 














a THROWING IT IN 


You can set Vega up for some pow- 
erful wrestling throws by forcing him 
to do his Backflip Somersault. When 
Vega is down, kick him as he tnes to 
get to his feet. That forces the back- 
flip. He'll spin backwards for three 
somersaults, after which he is vulner- 


able to attack for a short time 
Zangief can now close with him and 
use any wrestling throw. The exact 
type of throw or wrestling move de- 
pends on Zangief's distance from his 
opponent. The regular Pile Driver will 
leave Vega reeling 








ACOMBO ATTACK 
Once Sagat tres to get up, Zangief 
ean duck down and throw any punch. 
In return, Sagat tries to evade the 
blow and Zangtef can immediately hit 
him with a Light Kick while continuing 





STAYING IN TOUCH 

When Sagat takes to the air with a 
jumping attack, duck down and 
watt until he is almost on top of you. 
Once Sagat isvirtually touching 
you, throw your 
Turbo Spin or ry | A 
Spinning Clothes- & ¥ 
linemove toknock oo 

him out of the air. F fa 





HEAD OFF THE HEAD STOMP 
When Bison leaps up to throw his 
sadistic Head Stomp, wait until he's 
at the top of his jump before leaping 
straight up to give him an equally vi- 
cious Head Butt of your own to make 
him dizzy When he's down, ap- 
proach him using a Turbo Spin. 





In the ducking position. Now, at close 
range, you can use any wrestling 
throw or the Spinning Pile Driver. 
Then you can do it all over again until 
the tall Thai has had enough. 


SPIN AND WIN 
Bison will launch his jump attacks 
from halfway across the floor When 
he's crossed about half the interven- 
ing distance, activate your Turbo 
Spin. The result will be that you 
knock him out of the arr. 





THE TIGER SHOTS 
\f Sagat throws the higher Tiger 
Shot, counter it with the Spinning 
Clothesline. If he uses the low Tiger 
Shot, do the Turbo Spin to avoid tak- 
ing damage. 












THE PSYCHO CRUSHER 
By using the Spinning Clothesline or 
Turbo Spinning Clothesline to meet 
the Psycho Crusher head-on, 
Zangief can stop the move and give 
Bison a crushing move of his own 





STO ELS 


KICK AND SPIN 


The Kick and Spin consists of a 
Weak Kick followed by a Spinning 
Pile Driver. One move should flow di- 
rectly into the next. The Light Kick 
lets you come close to perform the 
Spinning Pile Dnver while your oppo- 
nent is off guard. 





Ken moves quickly, so slow him down with a Light 
Kick before stomping him with the Spinning Pile 
Driver 


PUNCH AND SPIN 


Jump and hit your Hard Punch. You 
must be at arm's length for this to 
work When you land, quickly do the 
360° Controller move to activate the 
Spinning Pile Driver. If Zangief is 
close to his opponent, he'll grab him 
and drop him. 





First, use the Hard Punch at the distence shown 
As soon as you land, throw Zanglef s Spinning Pile 
Driver 


HARD PUNCH-MEDIUM KICK-SPINNING MDVE 


LEVEL 


Begin this awesome combination by 
jumping over your opponent. When 
you're in the air, throw a Body Press 
by pushing Down and the Strong 
Punch Button. As soon as you land, 





1 PUNCHES AND KICKS 





As Zangief leaps over his opponent, 
use the Body Press to slam down. 
As soon as you land, duck down and 
throw two Light Punches to soften up 
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duck down and use a Medium Kick 
Finally, as your worthy opponent tnes 
to stand, throw a Turbo Spin or 
Spinning Clothesline to put him back 
on the ground. 


your foe. Now stand up and strike 
your opponent with a Light Kick 
Finally, drop into your ducking posi- 
tion and use Zangief's Hard Kick to 
send him flying. 





@ HARD KICK AND SPIN 


The jumping Hard Kick can be one of 
Zangief's best moves Follow it with 
the Spinning Pile Driver for an awe- 
some combination Your opponent 
will retaliate from the kick by moving 
close where you can throw the 
Spinning Pile Dnver. 


LE 


| 4 P 
Set up the Spinning Pile Driver by first throwing a 
jumping Hard Kick Like most combinations, one 
move immediately follows the next. 





Many of your opponents like 
Vega and Chun Li are fond of 
great leaping moves that bring 
them crashing down on the 
slower Zangief Zangief, on 
the other hand, has an excel- 
lent defense against such at- 
tacks. When it looks as if the 
sky 1s falling, jump straight up 
at your opponent. While jump- 
Ing, push Up and a Medium or 
Hard Punch Button to activate 
Zangief's Head Butt. Often, 
this move will result in your 
opponent fainting 








DHALSIM 





THE GU 
Dhalsim doesn't have the body strength to withstand many 
hits, but he does have some of the most unique offensive 
maves in the game like Yoga Flame,Yoga Nuggies and the 
brand new Yoga Teleport, For fighters with patience who pre- 
fer long-range attacks, Dhalsim is a perfect match with his 
elastic punches and kicks. Since most of his attacks aren't 
powerful, he wears down opponents until they crumble. 











JUMP SPEED ) 
JUMP POWER : 
ATTACK ) 
DEFENSE 














._ CHARACTER PROFILE 


Through the ancient discipline of meditation, Dhalsim seeks 
to unify his body and spint to achieve a true Yoga con- 
sciousness. In his native India, he is rumored to practice his 
mantra more than 25 hours a day, which some say proves 
that he has conquered both space and time His Yoga arts 
have carried him far as a fighter, too, but he wishes no 
harm to his competitors and never holds a grudge 


DATEQFBIRTH = 11/22/52 
HEIGHT Bit 101n. 





WEIGHT 107 lbs. 





MEASUREMENTS B42 in. /W 18 in. /H 25 in. 
BLODD TYPE in) peer 
LIKES | Meditation / Curry 
DISLIKES inal 
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_< BASIC MOVES 

















OTHER ATTACKS 
If you get close 7 | I / . ai 
to an opponent, . ‘ ! ey “A 
use the Medium Vek 


Punch to give r 
Yoga Nuggies. A es : 


Kick at short 
range is a kick 
and not a sliding 


range becomes 
a throw 





C SPECIAL ATTACKS 


YOGA TELEPORT 


This new move won't score on other 
fighters but it can move you into posi- 
tion to attack or whisk you out of dan- 
ger. You can Teleport to a spot just in 
front of your opponent or just behind 
him. The Controller sequence for 
warping behind an opponent ts Right, 
Down, Down/Right and push all three 
Punch or Kick Buttons at the same 
time as the Controller is Down/Right 
The Punch Buttons warp you closer 
to your foe than the Kick Buttons To 
Teleport in front of your opponent, 
push Left, Down, Down/Left and all 
three Punch or Kick Buttons. The 
Controller sequence must be done in 
a single, smooth motion. 


YOGA FIRE 


The lessons of Yoga aren't just so 
much hot air, as Dhalsim proves with 
his scorching Yoga Fire attack The 
move ts the same as a Fireball attack 
The Controller sequence begins by 
pushing Down, Down/Right and Right 
all in one smooth motion. When 
you're pushing Right, also push any 
Punch Button to activate the Yoga 
Fire The Fire can stnke from any dis- 
tance and causes significant damage. 
Yoga Fire can also be used to block 
many of the shots used by other fight- 
ers. 


YOGA FLAME 


The Yoga Flame, unlike Yoga Fire, is 
a short range burst of concentrated 
flames. To ignite this move, begin by 
pushing the Controller Left, 
Down/Left, Down, Down/Right, and 
Right While pushing 
Right, also push any Punch Button to 
blow the billowing wall of flame in 
your foe’s face The entire sequence 
must be done as a single, smooth 
Motion from beginning to end By us- 
ing the Light Punch Button, the Yoga 
Flame will last a shorter tme The 
Flame lasts longer if you use Medium 
or Hard Punch. 


68 NINTENDO PLAYER'S GUIDE 























e 


@ SErars 


TWO DRILL ATTACKS 
Dhalsim has two great Drill Attacks. While jumping, 
push Down and Hard Punch for the Head Drill Jump, 
push Down and Hard Kick for the Toe Drill 


’ 


FIRE, PUNCHES AND KICKS 
Use the following strategies to blow away competitors. 
When you're at a distance, blow Yoga Fire at your oppo- 
nent If he jumps toward you, use the standing Medium 
Kick to knock him down The Medium Kick has good 
tange and 1s quicker than the Hard Kick. As a foe lands, 
hit with a double-fisted Hard Punch. 


| from a distence using Yoge Fire, stend: 
ing Medium Kicks end the reguler Herd Punch 


BONUS STAGE STRATEGIES 


BONUS STAGE 1 
In the first bonus area, move 
Dhalsim close to the vehicle and use 
a standing Hard Punch to activate 
the Head Butt Do it on both sides to 
trash the car. Dhalstm doesn't think 
much of matenal luxunes 


dust. 








Dhalsim s best metal-beshing move is the H 
Butt Use the Hard Punch from close renge to ect 
vete it 


JENDED CONFIGURATION 


HARD KICK 





MEDIUM 
LIGHT PUNCH KICK 


LIGHT KICK HARD PUNCH 


BONUS STAGE 2 
Once again, Dhalsim must use his 
head fo score big points on a bonus 
round By blasting the brick wall with 
his Head Butt, he can reduce it to 


Yoga Fire activated by a Ligt 
and ts herder for oppon 
eccurately 





BONUS STAGE 3 
Ohalsim's mighty Head Butts can al- 
so be used to splinter the barrels in 
the third bonus stage. Wait until 
they're close, then Butt! 





unch moves slowly 
0 judge end dodge 
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CLOSE UP SKILLS 
Guile likes to get up close and personal in his attacks. If 
he gets close to Dhalsim and begins a jabbing attack, 
protect yourself by blocking low then high as shown in 
the first two screen shots. Now Guile will try a Hard 
Punch, but you can counter with Dhalsim's two-fisted 
Hard Punch Guile retums with a low kick, which you 








USE SLIDING ATTACKS 
When Gulle launches his | 
Sonic Boom attack 
through the atr, Dhalsim 
can slide under it using his 
Sliding attack. The duck- 
ing Hard Kick results tn 


can block. Before he uses a second kick, hit him with 
another Hard Punch. 


the longest slide. 














YOGA THROWS 
One of Dhalsim's strategies must be getting close to en- 
emues without getting hit In this case, jump toward Guile 
and use a Hard Kick in the air. Although tt won't hit 
Guile, you'll be able to land safely and very close to him. 
Now use the Hard Punch to activate the powerful Yoga 


FIREBALL DEFENSE lf AFTER THE DRAGON 
Ken's Fireballs don't have to stop you _siIf you manage to evade one of Ken's range to activate the Head Butt. 
from attacking Use the ducking Hard = mighty Dragon Punches, you'll be set You'll butt Ken twice. Immediately 
Kick to slide under them and put up to do some counter-attacking of use a Medium Kick to finish up. 
Dhalsim in position to attack your own. Just as he's about to land, Chances are you'll knock Ken to the 
use the Hard Punch from close ground. 


3 Wee 
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MEDIUM KICKS 
The quickness and 
range of Dhalsim's 
Medium Kick make it a 
great offensive weapon. 
When Ken comes leap- 
Ing in from a distance, 
hit him with the Medium 
Kick a little bit before he 
lands. 
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PUNCH ATTACK 1 DRILL PRACTICE 
If you've knocked Chun Li to the Sometimes Chun Li is overly confi- a Toe Drill attack if he 1s at close 
ground, try hitting her again with a — dent in using her Fireballs. Dhalsim, range and a Head Drill attack at long 
Medium Punch as she begins to with his superior jumping ability, can range. Chun Li may block the attack, 
stand She may block the move, but leap over them and then launch into but pt you should keep pea tt. 
at this range you can counter with a : 
throw by pushing the Hard Punch 
Button. Now repeat the sequence. 





NORMAL MODE 


Without the help of her Fireballs 
move in the Normal Tournament 
Mode, Chun Li uses lots of jump- 
Ing attacks. Wait until her jump 1s 
almost over, then use the two-fist- 
ed Hard Punch to knock her back. 
You can repeat this maneuver | 
over and over to wear her down. 





MEDIUM HARD KEEP AWAY 
By using the Medium and Hard Punch, he'll either block it or jump = Slow opponents like Zangief can be 
Punches one after the other, youcan backward to avoid a hit As he's handled best by keeping them at a 
set up Zangief to take a lot of dam- about to land, you can score a hit distance Jump and use Hard 
age When you use the Medium with your Hard Punch. Punches continuously to stop him in 
his tracks and to inflict damage 





LA a 


THE DRILL BIT 
From fairly close range, you 
can jump and use a Toe Drill 
on Zangief He'll fall back from 
the hit, giving you room to re- 
peat the move In some cas- 
es, you can drill the Russian 
hight into the ground. 








THROW YOURSELF 

When your evil twin tries a sliding at- 
tack, block it with your low defensive 
stance and then use a Hard Punch to 
throw him Move in when he recovers 
and jumps, then as he goes into a 
Head Drill, block tt and throw him ¥ 
again using a Hard Punch at close 
range 


| TELEPORT TROUBLE 


The Teleport looks more dangerous 
than it Is Wait for your opponent to 
reappear, then, if he’s teleported 
close to you, use your Hard Punch to 
throw him If he’s at a greater dis- 
tance, the Hard Punch will still take 
him out 




















NORMAL MODE 


You'll probably find Dhalsim 
jumping up and down continu- 
ously at the edge of the 
screen. Stand well back and 
use your Yoga Fire to torch 
him You'll have to time the 
Fireball to arrive when Dhalsim 
lands You can also use the 
Yoga Flame, but standing 
close enough to make it work 
can be dangerous. 





SLIDING ATTACK THE DRAGON DANCE 
Just as you evaded Guile's Sonic Sometimes, Ryu throws 
Boom and Ken's Fireballs, you can Dragon Punches for defen- 
also avoid Ryu's Fireballs Use the sive purposes Use the Yoga 
ducking Hard Kick to achieve the Fire to force one of these 
longest slide Since he often throws punches, then, when he’s 
multiple Fireballs, you can get close just landed, step up and hit Lae 
to him to. do a Yoga Nuggie him with the Yoga Flame A shot of Yoga Fire can make When he lend 
Ryu do the Dragon Punch stantly with the Yoga Flame! 


TELEPORT TACTICS 
Look for Ryu to stand near one edge 
of the screen and continuously shoot 
Fireballs at you. That's the time to 
Teleport behind him Use a Punch 
Button to get close, then throw him 
with the Hard Punch 










Ryu is vulnerable to attack if he leaves # space 
behind tim Use the Yoga Teleport batween 
Fireball shots end throw Ryu with « Hard Purch 
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FIRE ALARM 
Use the Yoga Fire against the super 
sumo. You'll either hit him or force 
him to yump and attack you. If Honda 
comes at you, hit him before he 
lands using your Medium Kick 









y, ? = 
RPL 


SUMO SURPRISE 
Watch for Honda's flying Sumo Head you'll be close to the sumo. Use your 
Butt It's fast and dangerous When Hard Punch to throw him or give him 
you see it coming, jump up and back Yoga Nuggies for mass damage 






al | Shaensamal 


When you see the Sumo Heed Youll tand close to Honde where You can also give Honda Yoga 
Butt on the way, jump up and you can use a Hard Punch to de- Nuggies et this close range for 
back ia hurry liver a throw even more damage 





NORMAL MODE 


Since he doesn't have f/ ™ b 
the Sumo Smash in the “ 


Normal Tournament 
Mode, you can stay 
close to him and blow 
Yoga Fire in his face un- | 
til this Honda's totalled. 


VS. BLANKA 





HARD PUNCHES 


BLANKA'S ROLL 


You don't want to get too close to this wild man of the  Blanka's horizontal and vertical rolling attacks can be 
rain forest since one Head Bite or Elecincity Attack can dangerous. You'll have to react quickly and block a hori- 
ruin Dhalsim's day. Keep your distance and wait for one zontal roll, then immediately use a Hard Punch before 
of Blanka's jumping attacks. Just as he’s about to land, — Blanka lands. For vertical rolls, grab and throw Blanka 
use your two-fisted Hard Punch to keep him at bay. Just atter he lands. 








close to you Hard Punch 





Oe he \ = 
You don t want to let Blanka get too When he jumps close, hit him with a 


React quickly with your Hard Punch 
Bution during Blanks s roll 








y 
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__VS. BALROG 


SLIDING ATTACKS 
Once you get Balrog on the ground, 
use your sliding Hard Kick to keep 
him there when he tnes to stand up. 
Keep repeating the move 





MISSING THE DIVE 
When Vega launches the Claw Dive, Dhalsim has three 
choices One, he can Yoga Teleport out of the immedi- 
ate area Two, he can jump and use the Dnill attack to 
avoid being hit. Or three, he can try to hit Vega with a 
Light Punch before Vega slams into him The Drill es- 
cape Is probably the satest move 





When Vega climbs the fence before Dhalsim can also attack using a Light 
the Claw Dive, wart unl just before Punch, or he can spin out of harms 


tha jump, than Teleport. way using the Head Dell attack 
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do you get close to Balrog? Try 
jumping and throwing a Hard Punch = shoulder and Jand him flat on the 
In the air, You'll miss with the punch, 


THE GOLDEN NUGGIES 
Set Batrog up for Yoga Nuggies Medium Punch and you'll activate the 
when you are close to him by using powerful Nuggies in front of the ap- 
sliding Light Kicks. Now, just use the preciative casino crowd. 





M@ GETTING CLOSE TD THE CHAMP 


if you're a 100-pound weakling, how but you'll land close to Balrog. At this 


range you can toss him over your 


concrete, out of breath. 


DRILL SETUP 

If you use the Toe Drill attack, 
you can force Vega to somer- 
sault backward, You'll land be- 
fore Vega, which means that 
you can use your Hard Punch 
from close range to throw him 
down or Nuggle him without 
mercy. 


BREAK A CLAW 


To break Vega's Claw you need to throw him to the 
ground Begin by using a sliding Medium Kick Vega will 
jump over the kick and you. Just as he's landing, use 
your Hard Punch to throw him. With any luck, you'll send 
him packing. 
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SLIDE AND THROW i NUGGIES FOR SAGAT 
This strategy 1s tnggered by Sagat's Yoga Nuggies are very effective When he runs away, chase him 


jumping attack. When he's close to against Sagat. Whenever you are down and polish his bald head again 
you, but still in the air, Dhalsim — within Nuggie distance, wail on him. with another Nuggie. 


should use a sliding Light Kick He'll 
manage to get close enough to 
Sagat to engage the throw using the 
Hard Punch Button 






TIGER FIRE 
Try Dhalsim's patented evasive ma- Hard Kick takes you close to Sagat 
neuver to avoid fire shots. Use a low for a hit or to set up a throw or 
kick to slide under them. The sliding Nuggie 


STOMPED 
Dne good head attack deserves another If Bison goes 
for the Head Stomp, use your defensive block by push- 
Ing Right on the Controller He'll try to jump over you, 
but you should stay close and use the Head Butt. 








B THE PSYCHO CRUSHER 
When you see the Psycho 
Crusher on its way, jump away @ 
from it Push Down while you're 





THE FIRE SLIDE 
Back Bison into a comer by blowing Yoga Flame using 
the Hard Punch Button for extended toasting power. 
Now, use the sliding Light Kick to get up close to the 
Bisonmeister. At this range, you'll have no trouble toss- 
Ing tum over your shoulder. After the throw, you can 
start over again by chasing him back into a comer 








stil in the air and Bison 1s j 
landing. Also push Hard Kick 
to activate the Toe Dnil Aim | 
for Bison's vulnerable legs 





ee 











-<_ COMBINATION ATTACKS 


DUCKING MEDIUM KICK--YOGA FIRE 


This Is one of the easiest 
combinations to use, and 
It can be very effective. If 
you're close to your op- 
ponent, use the ducking | 
Medium Kick You won't 
slide, but you'll kick tim, 
forcing him back and 
throwing him momentari- 
ly off guard Now use the 
Yoga Fire Your oppo- 
nent won't have time to 
block it 


SLIDING--MEDIUM KICK x 2 
LEVEL 
When an opponent decides to leap toward you, keep 
this combination in mind. Before he lands, use a sliding 


Light Kick to tut him and reverse positions. Now use two 
Medium Kicks, or the Yoga Flame 








| SLIDE--DRILL--MEDIUM KICK--FLAME 


Get close to your opponent using the sliding Hard Kick, 
then Jump up and use a Toe Drill Attack just as your op- 
ponent gets off the ground. Aim for his back When you 
land, go for the ducking Medium Kick and follow it up 
with a dose of Yoga Fire or Yoga Flame 
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HARD PUNCH COMBO 


Begin this simple combination with a jumping Hard 
Punch to carry you close to your opponent You want to 
leave a short distance between you so that when you 
use the Hard Punch again, you'll actually be throwing a 
Head Butt If you're at the optimum distance, you'll get 
two Head Butts! 


The three throwing techniques shown below are 
all quite simple, you Just have to recognize the 
best time to move in close. With Dhalsim, you 
must go under your opponent's attack. Use slid- 
ing and other attacks todo it 


2 a = 
Dhalsim can use o sliding 
Medium Kick to get close to tis 
opponent. 


When he s close, Dhelsim uses 
the Hard Punch to activate the 


\n this sequence, Dhalsim s 
Medium Punch ts blocked But 


cen inflict some real damage by 
that isn tthe end of it 


throwing your opponent 





In ths case, Sagat has defen. 
sively blocked the worst effects 
of Dheisim s Yoge Flame 


Now that Dhalsim ts so close 
however, he cen throw Segat 
and score major damege 














RYU 


LONELY WARRIOR 


Many people believe that Ryu is the best all-around fighter. He is 
quick and has many moves, His Hadoken, or Fireballs, are now 
faster in the Turbo version. He can recover quickly from hits and 
specializes in super fast punches and kicks. Using ancient oriental 
arts, he calls forth the Dragon Punch and Hurricane Kick. Now Ryu 
can also use the Hurricane Kick in the air. 
































ABILITIES 
MOVE SPEED —S ae 13 
SUMP SPEEQ ee, 3 
JUMP POWER ——e 3 
ATTACK Se 


OEFENSE 


sn, Weeaaasepiin Mrisiinigitin 
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| < CHARACTER PROFILE 


Ryu, the black belt from Japan, has given up all earthly 
delights in his pursuit of pure fighting excellence. Trained CONNECTIONS 
by his stepfather, for many years he has studied with Ken, 
his only friend His single-minded dedication resulted in 
his championship win over Sagat, but now all that ts up for 
grabs. Although he ts one of the smallest fighters, he ts 
also one of the toughest. 


PERSONAL DATA _ 
OATE OF BIRTH [721/64 
HEIGHT 
WEIGHT 





master & pupil 





MEASUREMENTS | B 44 in. (W 31 in. /H 33 in. 
BLOOO TYPE [9 E 
LIKES Martial Arts 

OISLIKES Spiders 





master & pupil 
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OTHER ATTACKS 


Ryu's karate moves include 
throws as well as punches 
and kicks To toss your oppo- 
nent you must be close to 
him The type of toss de- 
pends on which Punch or Kick 
Button you use The Rolling 
Toss is accomplished by get- 
ting close and using the Hard { 
or Medium Kick The Shoulder 
Toss uses the Hard and 
Medium Punch Buttons. Get close to your foe anduseaHard Move in as close as possible and 
or Medium Punch throw e Hard or Medium Kick 


a 
<_ SPECIAL ATTACKS 


FIREBALL 


Ryu's Fireball is activated by a contin- 
uous Controller Pad motion beginning 
with Down, Down/Right, and Right 
While holding Right, push a Punch 
Button to send a blue ball of flame 
hurling across the screen. The entire 
sequence must be performed smooth- 
ly. Fireballs can also be used to stop 
an opponent's shots. You can use the 
Fireball at any range without losing 
any power, which Is one reason that 
Ryu 1s so fond of the move. If you're 
fighting against Ryu, you'll notice how 
he tends to camp out in the corner 
and throw Fireballs. You can use the 
same strategy. 


DRAGON PUNCH 


This may be one of the toughest spe- 
cial moves in the game to use consis- 
tently. Start your Dragon Punch by 
pushing Right on the Control Pad, 
then Down and Down/Right. When 
you're pushing Down/Right, hit any 
Punch Button to activate the Dragon 
Punch. You'll throw an awesome up- 
Percut that carnes you into the air ina 
spinning move. The entire sequence 
of moves must be done precisely, 
smoothly and quickly. Before throwing 
a Dragon Punch, make sure you are 
either close to your opponent or be- 
neath him. 


STEP 1 =oe7 


rsigi: 
“ > ’ thn 














HURRICANE KICKS 


In Street Fighter Il Turbo, Ryu can per- 
form his fabulous spinning Hurricane 
Kick at two levels, either slightly above 
the ground or high above the ground. 
To perform the standard or lower 
Hurricane Kick, begin by pushing 
Down, Down/Left, and Left using the 
Controll Pad. As you push Left, push 
any Kick Button to launch the attack 
The flying version of the Hurricane 
Kick begins when you jump, then tol- 
low the sequence above The motion 
must be smooth and quick. The Air 
Hurncane Kick won't carry you far, but 
the regular Humcane Kick cames you 
almost halfway across the screen. 
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< BASIC TAC \ 


FIREBALL RESPONSE 


Enemies respond in three ways to Ryu's Fireball at- 
tacks. One, they may defend against tt and take a slight 
amount of damage. Two, they may block it using a spe- 
cial shot of their own Or, three, they may attack In the 
first two cases, keep throwing Fireballs Eventually they 


may get through In the third case, 
duck down and use a Hard Kick 
when the opponent ts close. 








—_# 





1 HARD KICK AND FIRE 


the way. 
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Combination attacks are the best way a Street Fighter 
can humble his or her Opponent. Ryu's Hard Kick/ 
Fireball Combination ts very effective Begin the combo 
by using a Hard Kick in the ducking position when your 
opponent ts at the distance shown below. Do this either 
when he's getting up off the ground or when he's ap- 
proaching Once you've hit him with the kick, throw a 
Fireball before he has a chance to recover or jump out of 





-—_— 





BONUS STAGE STRATEGIES 


BONUS STAGE 1 
The Dragon Punch ts the most dev- 
astating attack, both from the left and 
right side, that ts if you have mas- 
tered it Otherwise, use your Hard 
Kick to dismantle the car. 


Ss SE. 


cS 


Use your Dragan Punch on both sides of the car to 
reduce itto scrap You can also use the Hard Kick, 
but it will take most of your time 


RECOMMENDED CONFIGURATION | 


MEDIUM PUNCH 


LIGHT PUNCH 


LIGHT KICK 





BONUS STAGE 2 
Ryu should use his Dragon Punch or 
Hard Kick to level the brick wall Use 
the second protruding brick as your 
platform for attacking the top half, 
then move to the right side. 


a, =a 
The Dragon Punch will crumble the wall quickly, 
but you can also use Hard Kicks to do the jab 


Nab 


MEDIUM KICK 





BONUS STAGE 3 
Stand in the middle of the floor and 
use your high Hard Kick to shatter the 
barrels as they tumble down. 





In order to set up the Dragon Punch it s best to have 
the Light Punch on the Y Button with the Hard Kick 
‘on the A Button 


HARD PUNCH 








NA 


DRAGON FIST FIGHT 
When Guile throws his jabbing 
punches, block them in your defen- 
sive position. Guile will respond with 
an uppercut. That's the moment to 
use your Dragon Punch Being this 
close, you'll be in perfect position 
with Guile standing above you 


SONIC BLASTER 


Gutle's Sonic Boom !s as frustrating 
for opponents as Ryu's Fireballs. 
When Ryu faces this attack, he can 
do two things. First, he can simply 
stop the Sonic Booms by blocking 
them with his Fireball shots. To do 
this simply requires good timing, but 








Duck back to block Guile s fast jabs, then after he 
throws on uppercut, Ryu should launch into his 
powerful Dragon Punch 


you won't damage Guile. A nskier but 
more profitable approach Is to use 
Ryu's Dragon Punch. When you are 
throwing the Dragon Punch when the 
Sonic Boom reaches you, it will pass 
through harmlessly. You can also 
close in on Guile using this defense. 


@ LIGHT KICK SETUP 


When you're close to your opponent, 
you can set him up for a Dragon 
Punch by using multiple Light Kicks. 
Guile will respond by jumping up to 
avoid the kicks. That’s the time to 
throw your Dragon Punch. Since 

Ryu's Hard Kick 
£ We has a terrific verti- 
* cal reach, you can 
also use it for great 
EF results 








FIREBALLS 

Since Ken and Ryu have studied to- 
gether, Ken reacts with great speed 
to most of Ryu's moves, including his 
Fireballs. To catch Ken off guard with 
a Fireball attack, you should time 
your shots to strike just as Ken is 
picking himself off the ground after 
being hit. Since Ken will be out of po- 
sition to block the shots or to counter 
them with his own Fireball, you 
should score some damage. 





82 NINTENDO PLAYER'S GUIDE 


LIGHT PUNCH SETUP 

Even though Ryu 1s at a distance, 
use the Light Punch Sometimes this 
causes Ken to throw a useless 
Dragon Punch. As Ken is about to 
land, Ryu can throw an eftective 
Dragon Punch to knock him down, 
(eee 


So; 
6 ow 


3 


Dne of the quirks of the game is thot Ken reacts to 
Ryu s Light Punches by doing a Dragon Kick Hit him 
with your own Dragon Punch es he comes down 


THROUGH THE FIRE 
dust as with Guile's Sonic Boom, you 
can evade Ken's Fireballs by doing a 
well-timed Dragon Punch. The 
Fireball shot will pass harmlessly 
through Ryu. 


| aoe 
| 
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FIREBALL JUMPING 
When Chun Lt hurls her Fireball 
shots at you, Jump over them to- 
wards her and use your Hard Kick 
while still in the air Chun Li will be 
vulnerable tor a short moment after 


1 THE TRAP 
One of the most effective methods 
for attacking Chun Li ts to use Ryu's 
Fireballs repeatedly to drive her back 
into the comer. She may attempt to 
defend egainst these shots, or even 


to block them with her own shots, but 
tf you fue steadily, she'll take dam- 
age. if she tnes to escape by jumping 
or trying one of her special kicks, use 
the pa Punch. 


she releases the Shot, so you should 
be able to hit her As soon as you 
land, use a low Hard Kick. 



















NORMAL MODE 


In the Normal Toumament Mode, 
Chun Li will spend most of her 
energy jumping toward you to at- 
tack. This makes for a perfect 
Dragon Punch setup. Each time 
she jumps, you throw a Dragon 
Punch. She'll get knocked back, 
then jump at you again 





| JUMPING HARD KICK 
Zangiet likes to trap peo- 
ple against the edge of 
the screen because this 
gives him a chance to 
close in and grapple with 
them. Don't let him get 
too close When he's just 
in range, use the jumping 
Hard Kick to push him 
back. If he uses his jump- 
ing Hard Kick, counter it 
with a low Hard Kick 
when he lands. 


FIREBALL FURY 
Use Fireballs to keep Zangief at bay and also to dam- 
age him. Chances are that he won't be able to pick up 
all your shots with his defensive spinning moves 
Eventually he'll try to jump toward you. Counter by duck- 
tng and giving him a Hard Kick as Zangiet lands. 





NORMAL MODE 


In the Normal Toumament Mode, Ryu should 
take to the air when facing Zangiet. Jump to- 
ward the big guy and use any punching or 
kicking attack. Zanglef will respond etther by 
backing up or taking the hit and the damage 
Just be aggressive and keep up the pres- 
sure, Use your Hard Kick tor best results. 












H@ HURRICANES AND DRAGONS 


ZAP THE TELEPORT 

You can set up the guru by throwing 
a Fireball at him In response, 
Dhalsim will often use his Yoga 
Teleport to vanish and move When 
he reappears, he'll be vulnerable for 
a moment to a powerful attack like 
Ryu's Dragon Punch. If he doesn't 
Teleport, try to trap him in the comer 
and repeatedly use Hard Kicks 


eat 


SAFETY IN THE FIREBALL 
When you come tace-to-face with 
yourself, you know the fireworks are 
about to begin. If the enemy Ryu 
opens up with Fireballs, return fire to 
block the shots. If you're close to 
him, use the Hurncane Kick Even if 
the opposing Ryu has used a 
Fireball, the Hurricane Kick will carry 
you sately through the fire and you'll 
inflict damage as well 


FIRE JUMPING 
Another strategy you can take when 
faced with Ryu's Fireball attack ts to 
jump over the offending flame and 
stnke back with a Hard Kick of your 


Don't forget about the Hurricane 
Kick Any time you're half a screen 
away or less, you're in stniking range 
with this powerful move. Use it 
against Dhalsim and it will tigger his 


=f 


NORMAL MODE 


In the Normal Toumament Mode, 
Dhalsim predictably stays near 
one edge of the screen and 
Jumps continuously. For Ryu, this 
makes for an inviting target. Just 
keep your distance and hurl 
Fireballs, timing them so they hit 
Dhalsim as he comes back down 





Ayu can use tha Hurncana Kick er Av Hurnicana 
Kick to avoid damage from his alter-ega in this 
faca-to-faca match 


own. Then, when you come back 
down to the ground, follow up your 
attack with a ducking Hard Kick to 
add even more damage to your toll. 
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sliding kick. In your defensive stance, 
block the sliding kick, then immedi- 
ately throw your Dragon Punch to 
send him tlying 





MORE DRAGON PUNCHING 
lf you throw Ryu and he tumbles up- 
side down, he'll Jaunch a Fireball 
night when he gets up. Knowing this, 
you can respond by doing a Dragon 
Punch to pass through his Fireball 
and knock him back down. 














FIREBALL FOLLY 
If you use a lot of Fireballs, he'll 
eventually leap at you through the 
air When he gets close, he'll be per- 
fectly lined up to receive your Dragon 
Punch or high Hard Kick 


a 3 — 








VS. BLANKA 
lm FIREBALLS AND FUR 


Blanka can't compete with Ryu when it 


speed, but give him some distance because he Is dan- 
gerous If you're firing Fireballs from across the screen, 
eventually the Brazilian beast will bound toward you 
While he's in the air, begin your Dragon Punch or Hard 
Kick Try to avoid getting too close in order to stay away 


from Blanka’'s Electricity Attack 





NORMAL MODE 


Unlike the Turbo Mode, in the 
Normal Tournament you can get 
close to Blanka without taking dam- 
age Use Ryu’s ducking Medium 


Kick for long range attacks to force 
Blanka back, then use Fireballs. In 
Turbo, it's a nsky move 


HARD KICKING 

Some good advice against Honda 
and most other fighters is to use 
Ryu's powerful Hard Kick, especially 
while you're still mastering the 
Dragon Punch The Hard Kick has 
great range and only requires one 
button, making it fast and simple 


Hit Honda first with & standing Hard Kic 
him in the aie with a high Haed Kick Fu 
Honda lands, use a ducking Hard Kick 











NORMAL MODE 


Honda won't pounce on you 
in the Normal Tournament 
Mode if you assail him with 
Fireballs As a result, assail 
him with Fireballs! Fry his 
face! 















HIT HIM WHEN HE'S DOWN 


comes to skill or 


After hitting Blanka and sending him to the ground, pre- 
pare to throw a Fireball As he gets to his feet, hit him 
with the blue flame and he'll be out of position to jump 
away or defend against the shot. This Is a good way to 
force Blanka into the comer. From there, you can trap 
him with Hard Kicks 











<_ VS. BALROG 


GET YOUR KICKS 
While Balrog ts at a distance, Ryu 
should blast him with Fireballs. The 
boxer won't stand for that very long. 
He'll jump toward you. Just as Balrog 
1s about to land, duck down and use 
a Hard Kick to knock him out 


THE LATER ROUNOS 
Balrog tries to mix things up in the 
second and third rounds but you can 
keep the winning edge by drawing 
him close and decking him with 
Medium and Hard Kicks. Use duck- 


Balrog s tactics from tha first round change in tha 
sacond round Draw him closar by punching and 
whan ha s within range, usa a Madium Kick 











ing Medium Kicks when Balrog first 
comes within range. That will knock 
him back and sometimes he'll be- 
come dizzy That's the time to rack 
him up using the ducking Hard Kick 


ra rP.. 
If Balrog gats dizzy from your Madium Kicks, mova 
In and giva him a tasta of your Hard Kick Chancas 
are you |! put himon tha pavamant 








@ HURRICANE WARNING 
After being knocked down, Balrog 
will try to get back on his feet While 
he's busy doing that, use the 
Hurncane Kick to hit him again The 
Air Hurricane Kick is too high to be 
effective in this situation. 





A MIDAIR COLLISION 
While Vega prepares one of his aen- 
al attacks from the corner, watt pa- 
tently in the opposite comer unti! he 
jumps toward you. Now use a jump- 
ing Hard Kick to meet him midarr. 
When you land, hit him with a 
Medium Kick. When Vega flips back- 
wards in his somersault, follow him 
and use a Shoulder or Rolling Throw 





Meet Vega in tha air with a Hard Kick followad by 
a Madiwm Kick whan you land Jump altar Vaga 
as he flips backwards and throw him 
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THE CLAW OIVE 
The Spaniard's famous Claw Dive 
Attack can be countered with good 
timing by Ryu. When Vega jumps off 
the fence, nail him with a Dragon 
Punch You can also knock him off 





In tha first instanca, use tha 
Dragon Punch to maat Vaga whan 
ha sin tha middia of tus Claw 
Dwa 


using @ sumping Hard Kick whan 


tha Spaniard 1s right above you 


with a jumping Hard Kick. If he's at a 
distance from you, as shown below, 
you can use the Hurricane Kick, but 
you must be within the range shown 


In tha final stratagy, Ryu closas 
tha distance batwaan himsalf 
and Vaga using a Hurricane Kick 
Your distanca 1s vary important. 


AVDID TIGER SHOTS 

You can't block Sagat's Tiger Shots 
with your Fireballs, so to win the 
match you'll have to get close. 
Instead, jump over the shots toward 
Sagat. Hit him tn the air with a 
Medium Kick, then, when you land, 
immediately throw a ducking Hard 
Kick. You'll send him flying 


B TIGER TRAPS 
When Sagat is close, don’t use the 
Fireball attack He'll easily jump over 


Sony aetna 








THROW YOUR WEIGHT 












It and attack you. If you try dueling 
with Fireballs and Tiger Shots, you'll 
lose Sagat also has a counter to 
Ryu’s Hurricane Kick. The Tiger 
Uppercut will put you down. Sagat is 
one of the best enemies with which 
to fight Ryu. 


When Sagat is trying to get up, jump 
over him and use any kick You may 
dupe him inte throwing a Tiger 
Uppercut away from you. If so, throw 













him from behind 


HEAD STOMPING 
If M Bison tnes to flatten you with his horrific Head 
Stomp and you don't try to block it, he'll keep repeating 
the move and you'll soon be out of action. If you do 
block it, Ryu can usually get in a strong attack move as 
soon as Bison lands Immediately use anything from a 
Dragon Punch to a Hard Punch to knock some sense 
into Bison. 





Nad 


FIRE AND DRAGONS 
A good set up move to use on Bison is a Fireball attack 
He'll respond by jumping toward you with a Scissor Kick 
or one of his other special moves In fact, he'll be jump- 
Ing into the jaws of the dragon. When he's close, use 
your Dragon Punch to bnng him down to earth. 





YOUR HEAD IN A VICE 

If you've failed to avoid or block Bison's Head Press 
move, you're going to take senous damage. You al- 
so know that he's going to 
do it again. When he jumps 
up to attack, quickly hit him 
with your Hard Kick to dis- 
courage him. 











< COMBINATION ATTACKS 


HARD DRAGDN PUNCHES 


When you're close to your opponent, 
but not so close that you'll throw her, 
set her up for your Dragon Punch 
with a Hard Punch. While she’s still 
recovering from the tirst move, the 
Dragon Punch will hit her 





DRAGON PUNCH FLURRY 
LEVEL 


Sometimes a flurry of punches can 
blow away the competition. In this 
attack, begin with a jumping Hard 
Punch that is delivered just before 





Ryu lands. Then immediately use a 
Medium Punch followed quickly by a 
Dragon Punch. Timing of the final 
Dragon Punch must be super fast 








LEVEL [Exim 


This combination begins with a yump- 
ing Hard Punch with Ryu delivering 
the blow just before he lands. As soon 
as you land, duck down and use a 
Medium Kick. Then throw a Hurricane 





1 HARD PUNCH AND HURRICANE KICKS 


Kick to finish the combination. As in 
most combinations, quickness counts, 
but you must also place yourself 
close to your opponent in this com- 
bo. 


= 


1 FAST-FIST COMBD 


LEVEL 


Here's a great combination for nim- 
ble-fingered masters Jump over your 
opponent and use a Hard Kick be- 
fore you land Immediately throw two 











Option since you become invincible 
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JUMPING TO SAFETY 


Ryu often avoids damage by using a jumping (Aly, fae 
move. When enemies throw Fireballs or oth- rhe 
er shots at him, he can nse above the danger ( 

by using a Hurricane Kick or Air Hurricane Ry 
Kick The Dragon Punch 1s an even better Kick or Air Hurncane Kick to avoid being 
hit by Kan s Fireball ar other shot attacks 


ducking Medium Punches. Then, just 
as quickly, blast your opponent with 
a Fireball from point blank range. 











a 


hoe 


‘uu can whirl fmsalf into a Hurricane 








Set up this combination by jumping 
over your opponent. Before landing 
on the opposite side, use a Hard 
Kick. Then, after landing, use a Hard 
Punch from close range. While your 
Opponent is still recovering, you'll be 
able to finish him oft with your final 
touch—a Dragon Punch that will send 
him sprawling. 













The safest mova to avoid damaga ts for 
Ryu to use 6 Dragon Punch The shot at 
tack will pass harmlessly through you 









The “E" stands for Edmond, an unusual name for a sumo 
grand champion. But then, E.Honda isn't your average sumo 
wrestler. He's out to prove that the art of sumo teaches more 
than just wrestling moves-it's a way of life that requires 
tremendous discipline and dedication. Hard work has paid 
off for Honda. He has developed quickness and agility 
uncommon in someone of his considerable bulk, 

L 





MOVE SPEED 
“JUMP SPEED 
JUMP POWER — 
ATTACK 
“DEFENSE 





_ CHARACTER PROFILE 


Honda should receive the award for most improved. Since 
his appearance in the last Street Fighter game, his agility 
has increased dramatically He's much better at moving 








around the ring now, and he also has a surprisingly 
speedy new move, the Sumo Smash. It's an earth-shak- oy 
Ing high jump that teams brute force with finesse-it's 

guaranteed to do some damage 









master 





OATE OF BIRTH 11/3/60 

HEIGHT = G ft. 2 in. 

WEIGHT 304 Ibs. 
MEASUREMENTS =| B 83 in. /W71 in, /H 83 in. 
BLOOO TYPE A ; 

LIKES ‘Bathing 


DISLIKES — indecisiveness 
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BASIC MOVES 


BOTHER lide 


Honda has a variety | 
of slick moves he 
can make when he's 
standing very close 
to his opponent. In 
close quarters, you 
can throw, punch or 
kick after you press 
and hold Right or 
Left (depending on 
where your oppo- 
nent is) on the 
Control Pad. 








Stand next to your oppo- 
nent, hold Right on the 
Contro! Pad, then press 
Medium Punch to throw 
hum down on the mat. 





Get a death grip on your 
opponent Press and hold 
Right, then press the Herd 
Punch Button to lend a 


super smesh 




















Press and hoid Right on the 
Control Pad, then press the 
Medium Kick Button to 
deliver a pair of punishing 
hacks 


SPECIAL ATTACK 


l HUNDRED HAND SLAP 

Over his many years ot highly disci- 
plined training, Honda has developed 
a unique move that he calls the 
Hundred Hand Slap. His hand ts a 
blur as he delivers a series of quick 
punches that will leave his opponent 
positively slap-happy To perform the 
move, press any of the Punch Buttons 
repeatedly He delivers taster punch- 
es when you press the Hard Punch 
Button, but you have to tap it more 
quickly to get tt to work, so sometimes 
you'll be better off using the Medium 
Punch Unlike in earlier Street Fighter 
games, he can now move as he deliy- 
ers his dramatic slaps 


@ SUMO HEAD BUTT 


A surprisingly swift move for someone 
so huge, the Sumo Head Butt sends 
Honda sailing across the screen ina 
screaming streak, similar to M 
Bison's Psycho Crusher To perform 
the impressive move, press and hold 
Left on the Control Pad for a couple 
of seconds. Next, press Right and 
any of the Punch Buttons. He'll give a 
great grunt and shoot his big body 
head-first into his opponent It's an 
energy-drainer for sure, as you'll 
probably catch your foe by surprise 
Now that's really using your head. 


AnD PUNCH 


UOGHT PUNCH 


RAND PMC 


Liga PUNCH 


aro PUK 


(GIT PUKCH 


i 
x 


HARD PONEK 


DHT PUKCH 


HARD NCH 


fuGHT Kick 


ao OC 


(UGH Kick 


HARD KICK 
R 


GH KICK 


GH KICK 


HEOIU 
PUKCH 


EOIN 
AGH 


MEDIUM 
PUNCH 


MEDIUM 
PUK 


COLUM 
cn 


MEDIUM 





B® SUPER SUMO PRESS 


Honda's newest move ts definitely an 
attention-getter that shows that this 
sumo master ts not to be taken lightly. 
It's sumo smash, in which he uses his 
massive body to smash his opponent. 
Who would have thought that a guy 
that big could jump so high so fast? 
To make the move, press and hoid 
Down on the Control Pad for a couple 
of seconds, then simultaneously 
press Up and anyKick Button He'll fly 
high into the air, striking his adversary 
at least once on the way. It's an 
amazing move for a fighter who 
weighs in at over 300 pounds 
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HARD PORCH 


aT PUNCH 


HAND PUKCK 


GT KCK, 


“KARO mC 
a 
a 


‘WEAN KK, 


MEDIUM 


EDU 
cnt 


HOI 
PURO, 





| < BASIC TACTI 


MASTER THE STRONG PUNCH 
Honda has a Hard Punch that has a surpnsingly long 
fange When an opponent makes an approaching leap, 
let him have it on the way down You don't even have to 
be very close to land the punch, which ts a very damag- 
Ing blow Honda isn't very fast afoot, so use this as a de- 
tensive move with speedier opponents. 


@ ONE HUNOREO HANOS OOWN 

Some opponents simply cower when Honda unleashes 
his Hundred Hand Slap attack It is, after all, a frighten- 
Ing display of hand-to-head combat The beauty of this 
oftensive move ts that, defend though he might, your op- 
ponent will still sustain damage. When he crouches in 
his comer, don't back off. Approach quickly and slap 





away his energy 





The Hundred Hand Slap punishes 
even defending opponents 








BONUS STAGE STRATEGIES 


BONUS STAGE 1 
Bonus Stage 1 calls for custom auto- 
body work, Honda style. Use High 
Hard Kicks on the car's passenger 
side first, then cross to the other side 
and switch to the Hundred Hand 
Slap to finish it off. 





Honda adds his own touches to this car s finish 
Start with High Hard Kicks then polsh a off with 
the Hundred Hand Stap 








MEDIUM 


BONUS STAGE 2 
A pile of bncks 1s no match for the 
sumo master Begin by bashing the 
lower left side of the stack with Low 
Hard Kicks, then step onto the pile 
and apply Hard Punches to those on 
top 


Mr Sumo feels no pain Lend Low Ha 
the lower left, then stand on the bricks to reach 
the top of the stack with Hard Punches 





BONUS STAGE 3 
In the tinal Bonus Stage, Honda must 
break the barrels that rol! down from 
above It takes Hard Kicks to crack 
the barrels. 





Handa relies heavily on his Hard Punch, so assign 
st to @ convenient button The Hundred Hand Slap 
48 Casiest to perform using the Light Punch, so it 
deserves a central button, too 


LIGHT PUNCH KICK 


LIGHT KICK HARD PUNCH 





STOP THE SHOW 

As Guile approaches, press and hold 
Right on the Control Pad and do a 
Medium Kick This will make him 
think twice about coming any closer 
He'll stop and try a Low Hard Kick. 


COUNTER THE UPPERCUT 
Guile frequently throws a combina- 
tion of two Light Punches followed by 
an Uppercut. Be patient. Block the 
two Light Punches, then, as he goes 
for the Uppercut, counter with a 
Head Butt 








STOP THE HURRICANE 

Ken flies high when he does his 
Hurricane Kick, and it's one of his 
most damaging moves. Sit back and 
detend as he begins the move, make 
his landing a rough one by natling 
him with a Low Medium Kick. Follow 
It quickly with a Hard Punch to com- 
pound the damage. 
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TOSS TECHNIQUES 


As Guile recovers trom a fall, press | 


and hold Right on the Control Pad 
then do a Medium Kick, which Guile 
will block. Immediately press the 
Medium Punch Button to grab and 
throw him. That'll teach him to try to 
block one of the master's punches. 


| USE YOUR HEAO 


Computer Ken Is aggressive with [ 


larger, slower opponents. He often 
Jumps in to attack, so plan to counter 
with a specialty of your own. Use the 
Sumo Head Butt paired with the ral 
Punch to stop Ken. - = 
Honda can't match 
Ken's speed, so ae 

set the move up =| 3 
while Ken is still in . :— 
the air. ip 


SLAP HIM AROUNO 
When Ken's stamina begins to run 
low, he likes to rely on his deadly 
Dragon Punch. To do the punch, he 
has to jump, so press Right on the 








While he's kicking, hold Left for a 
couple of seconds, then press Right 
and any Punch Button to perform the 
flying Sumo Head Butt It's a show- 
stopper for sure. 





Honde can teke contro! by grabbing Guile and 
throwing him down While Guile blocks, hold Right, 
do a Medium Kick, then press Medium Punch 











Control Pad and do a Medium Kick 
to catch him just before he lands. 
Then start tapping the Medium 
Punch to slap him silly 


oly 
¥. 


ae 





WATCH FOR THE FIREBALLS 
Chun Li trequently uses Fireballs. Behe 
She usually throws them in pairs, so 
block the first, then jump over the | 
next. Hit her with a Hard Kick as you 
come down, then use Light Punch to 





do the Hundred Hand Slap, a —_ ia nd 
JUMP AND THROW 

Chun Li will usually try to land a Hard Kick after being 

decked. As she tnes to recover from a fall, quickly jump Because she doesn't have her favorite move, the 
over her She'll kick, but in the direction where you were, Fireball, in the Normal Mode. Chun Li relies on 


not where you are. Now you can use a Medium Punch lackin 
ig and yumping Block her Low Kicks, which 
a HOW her. Repeat the steps as she gets back up from are capable ot toppling you, and use the flying 
this fall. Sumo Head Butt to collide with her as she lands 
> 7) trom a jump. She'll bear the brunt of the damage. 
| ae 








FLY ON OVER USE A HUNDRED HANDS 
Zangief 1s a slow-mover, like you, and he's less adept at Do a series of Hundred Hand Slaps with the Hard 
jumping He Is a strong defender but is weak against Punch to back Zangief into his comer There, you can 
your flying Sumo Head Butt, so use it often. On your keep him cornered by keeping the Hundred Hand Slap 
first, press and hold Down/Left while you're still in the air, going with the Light or Medium Punch Button 
then keep repeating the Sumo Head Butt with Hard 
Punch to really tly. 









Se 

ar. oe | 

| Ee’ oe 
mg 





Hold Up/Left on the Control Pad 
and keep jumping up and down in 
your corner Zangiet will approach 
as long as you're jumping As he 
walks into you, keep nailing him 
with Hard Kicks. He’s known for his stedbeatantels mee, TS z 
brawn, not his brains, so he'll keep stay in your comer and jump up Land a Hard Kick whenever 
walking into your kicks. and down to provoke Zangief ~=——shhe. s within your kicking range 

















LONG RANGE ATTACK 

Stay a safe distance from this fire- 
breather. He jumps often, so stay in 
your corner and set up for a flying 
Sumo Head Butt that will catch him 
as he lands, before he can mount a 
counterattack Use Hard Punch for 

maximum sail power. | 








WATCH FOR THE TELEPORT 


Dhalsim’s new move is the Yoga Teleport. When he dis- 
appears, you Can't tell where he'll reappear, so use a leg 
sweep that covers a lot of terntory When it's time for 
him to show up, do a Low Hard Kick. If he's anywhere 


THE DREADED DRILL 
When you get close to Dhalsim, he’s likely to do his Dnil 
Attack-that’s when he uses his body as the drill bit 
Press Left to block, and when he touches you, do a 
Medium Punch to throw him. 


near you, the kick will get him. 





When he first reappears, he simmo- Immediately do a Low Hard Kick He 
bile for a moment. He s vulnerable at wan t be able to elude the atiack and 


that point wall suffer 








FLYING FIRE 
Ryu uses the Hadoken, often in 
pairs. Press Down/Left to block the 
first one then Up/Right to jump the 
second. Before you land, catch him 
with a Hard Kick. While he's reeling 
from that, use Light Punch to do the 
Hundred Hand Slap 


SUPER SUMO PRESS 
Another way to counter the Hadoken do the Sumo Smash with the Light 
Is to use the Sumo Smash Press _ Kick to fly through it unharmed (you'll 
Down/Left to block the first fireball. be invincible while performing the 
When the second fireball gets close, move). 








ll ATTACK THE DRAGON PUNCH 


When time's running low or Ryu is svveesl 
running out of energy, he often falls 
back on one of his favorite moves, 
the Dragon Punch Press Down/Left 
to defend agamnst it, then use Light or 
Medium Punches to slap him around 
as he lands. The Hundred Hand Slap F - 
will end the round. , ee 








96 NINTENDO PLAYER'S GUIDE 





HEAD TO HEAD 

E Honda seems to tavor the flying 
Sumo Head Butt-and you know first 
hand how devastating it can be. You 
can ground him by using a Weak 
Sumo Head Butt just as he reaches 
you The timing ts difficult, but you 
can also counter his other big move, 
the Sumo Smash. When he's on his 
downward arc, take the offensive by 
pulling off a Low flying Sumo Head 
Butt. It'll stop him in flight. 


a e- — rr 


pow 











BLANKA BLOCKS 

Let Blanka approach you, then hold 
Down/Left and press Hard Kick Like 
Honda, he'll jump to avoid it. Use the 
flying Sumo Head Butt to hit him 
before he lands. The timing is cnt- 
cal-unlike Honda, he'll block it if you 
wait too long. 





DRAW HIM IN 
Back ott when your evil alter ego jump Keep crouching and kicking to 
comes at you. Stop and do a Low make him back off Use the time you 
Hard Kick To evade the kick, he'll buy to mount an offensive attack 











FAKE HIM OUT 
Hold Down/Left until your opponent 
comes in close, Do a Hard Kick 
before he's close enough to hit. Even 
though he's out of range, he'll jump 


to avoid the kick. While he's in the 
alr, do a flying Sumo Head Butt with 
Hard Punch to fly into him as he 
lands. {t'll hurt him more than you. 





SUMO STRATEGY 
When Blanka does the Vertical Roll 
or jumps at you, counter with a Light 
Sumo Head Butt. Perform the move 


just as he comes in contact with you 
to dole out the damage 










Blanka can't do his Vertical Roll in the Normal Mode-luckily for you. 
He does do a regular roll, though When he starts to roll at you from 
across the screen, prepare to perform a Hard Head Butt. Do tt Just as 
he touches you 


. VS. BALROG 
SLUG FEST 


Balrog moves around better than he 
did in previous versions, and his 
power Is in his fists When he attacks 
with punches, duck under his fist and 
throw a Low Medium Punch. When 
he jumps, stop him with a High Hard 
Punch. 


1G0 FOR HIS LEGS 


Balrog may be moving around with 
more agility than before, but the guy 
can't kick. He's a former boxing 
champion who was barred from the 
nng, and he thinks punching Is the 






THE CLAW DIVE 

Vega uses his metal claw to cling to 
the fence, and he executes some of 
his fancier moves from there. When 
he uses his Claw Dive or somer- 
saults from the fence, hold Down/Left 
to block, then do a Light Head Butt to 
stop him. When he jumps at you, 
evade the attack, then jump and con- 
nect with a Hard Kick. 
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only way to fight His reach Is impres- 
sive If you knock him down, do a 
Low Kick as soon as he gets up to 
deck him again. His legs are his 
weakest area. 


SKIP THE FLIP 
Usually, tf you yump when Vega 1s 
trying to recover from a fall, he'll 
Jump, too, and then he'll try to use his 
famous back flip As he descends 
from the back flip, use your Light 


Punch on him. Instead of punching, iA 


you'll throw him. 


SUMO SAIL 
Vega has lots of moves, and he 
loves to jump to the fence. Wait 
patiently for him to jump at you in a 
large arc. When he does, use your 


Vege jumps up end over et you 
Hard Punch 


Se = 


Wert in the reedy position unt: Counterattack with the flying 
Sumo Head Butt peired with your 


USE ALL HUNDRED HANDS 
Another good move to use when he's 
trying to recover ts the Hundred 
Hand Slap. Even if he blocks it, you 
can eventually knock him down. 


flying Sumo Head Butt with the Hard 
Punch so you can sail all the way 
across the screen Time it so you 
catch Vega on his downward arc. 





If you time it so thet you crash 
into Vege es he comes down, 
he'll suffer most of the damege 


you 


THE TIGER SHOT 

If you crouch, Sagat's High Tiger 
Shot will sail overhead. He is vulner- 
able for a moment after throwing 
one, though, so that's the time to 
attack. Let one Tiger Shot go by, 
then mount the Sumo Smash attack. 
You'll fly through the fire unharmed 
and nail Sagat 


" _ 
ot? jn. 

22 Teepemeaes 
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JUMP AND PUNCH 
Use a Low Hard Punch, which Bison 
will block When he stands after 
blocking, he's likely to Jump and doa 
Scissor Kick Press Left to block the 


KICK ATTACK 

Sagat is particularly weak as he tnes 
to get up after being knocked down. 
Don't let him fully recover. While he's 
still a bit dazed, use a Medium or 
Hard Kick to knock him back down 


FLY THROUGH FIRE 
You can duck Sagat's High Tiger 
Shots but not his low ones. When he 
throws a low one, react by using a 
flying Sumo Head Butt with a Hard 
Punch to fly through it unharmed. 


[KU 
© EELS oO Sc 


a s. 


kick, then jump and deliver a Hard 
Punch while airborne Land in the 
center of the screen and do a Hard 
Sumo Head Butt. 





Make Bison block by ducking and After ha blocks, he Il jwmp Now 
It's your turn to block. 


landing @ Hard Punch 


HUSH THE CRUSH 

When time runs low or Bison's ener- 
gy |S nearing depletion, he does two 
Psycho Crushers in a row Stand 
back for the first one, which will land 
short Before he comes down from 
the second Crusher, hit him with the 
Light Sumo Head Butt. 


Jump and jand » Hard Punch to 
his head white in the air 





When tha and is naar, Bison rips off two quick 
Psycho Crushers Stand back and block the first 
one but stop the second with a Light Sumo Head 
Butt. 


pra 


* 


- 


THE THROW 
You can also throw Sagat as he Is 
recovering from a fall. Hold Right 
and do a Medium Kick. He'll try to 
block the kick. As he does, use a 
Medium Punch to throw him. 


Sagat ts slow to recover When he blocks your 
first kick, usé a Madium Punch to throw him 





THE LIGHT HEAD BUTT 
Crouch on the left. When Bison 
approaches, throw a Hard Punch but 
don't land it. He'll use his Psycho 
Crusher. Counter with a Light Sumo 
Head Butt You won't be damaged 
but Bison will. With the Light Head 
Butt, you have a moment of invinci- 
bility that you don't have with either 
the Medium or Hard Punch. 





Countar tha Psycho Crusher with tha Light Haad 
Butt, which makas you invincibla for a momant 





COMBINATION ATTACKS 


KICK ATTACK 


As you jump in from the left to attack, 
land one Herd Kick while still in the 
alr As soon as you hit the ground, 
press Hard Kick again. You'll actually 
deliver two kicks with the second 
command. 





KICK-PUNCH COMBO 


As we mentioned earlier, Honda isn't 
as quick as many of the other char- 
acters, so he has to use his head 
and brute strength to make up for his 
lack of agility That's especially im- 
portant when he’s fighting someone 
who's as fast as Vega When Honda 


SUMO BODY SLAM 


If you stand right next to your oppo- 
nent and do the Sumo Smash, you'll 
do a body slam and land on the other 
side of him Use the move in a com- 
bination such as this. Stand next to 
Balrog, body slam him, then land a 





| DOUBLE KICK-THROW 










Is fighting in close quarters, he can 
actually strike twice with one Medium 
Kick. He must stand very close to his 
opponent and hold Right while he 
delivers the kick. Follow that move 
up by ducking and using the Hard 
Punch. It's a solid combination. 





Medium Kick before you come down 
As soon as you lend hold Left and 
use a Medium Kick, which will stnke 
twice. Follow those moves by duck- 
Ing to deliver a Hard Punch-it may 
be the knock-out punch. 





Honda's Light Sumo Head Butt can be a life saver 
because it makes him temporarily invincible. 
When he's uneble to evade an attack by ducking 
or jumping, he can use the move to avoid dam- 
age For example, Honda can’t dodge Ryu’s 
Hadoken, but he can do the Light Sumo Head 
Butt when it's about to hit him so he won't get hurt. 


Press and hold Right on the Control Pad for the duration 
of this combination. When you're touching Sagat, use 
the Medium Kick to connect twice, then press the 
Medium Punch, which will throw him. One, two, three 
and out. It's a very handy combo to use with slow 
movers like Sagat, but it’s a little bit risky to try it with 
Karate experts like Ken or Ryu. 











100 NINTENDO PLAYER'S GUIDE 


BLANKA 











BLANKA 


KING OF THE JUNGLE 


Rumor has it that as a young human boy, Blanka was lost in 

the jungle and raised by the beasts that found him. Some 

describe him as being half man, half beast, but you have to 

look pretty hard to see any resemblance to man, especially 

when he's lt a Be careful about el him-the ani- 

td have taught him some interesting and lethal forms of 
lefense. 


MOVE SPEED 
JUMP SPEED 
JUMP POWER 


OEFENSE | 











CHARACTER PROFILE 


Blanka, the man-beast, uses claws, teeth and fists in his 
battles with the other street tighters, but his most shocking CONNECTIONS 
move involves elecincity. His newest move is the Vertical 
Rall, which he executes with surprising speed He may be 

only part human, but he's a serious contender on the } BLANKA | 
Street Fighter circutt When you master his special moves, 

you'll control a powerhouse. 





DATEOF BIRTH =| 2/12/66 


HEtGHT Git. Sin. 


WEIGHT 218 Ibs. 


parent 
MEASUREMENTS | 8 78 in. / W 47 in. /H 68 in. 
BLOOD TYPE |8 


DISLIKES Army Ants 
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ss STANDING STANDING CLOSE SCI Cee JUMPING FORWARD J 


IS OTHER ATTACKS 


Stand close to your 
opponent, hold Right 
and press Hard 
Punch repeatedly to 
bite him The faster 
you tap the Punch 
Button, the faster 
Blanka will bite 
You'll break auto- 
matically after a 
short time. y j . y AA 
Hold Right and do a Hard Punch quickly to To do a Head Butt, hold Right and press the 
bite your opponent Medium Punch Button 








re 


VERTICAL ROLLING ATTACK 


Blanka's awesome new move is his 
Vertical Roll that sends him spinning 
high into the air To perform the stunt, 
hold Down on the Control Pad for a 
couple of seconds, then press Up and 
any Kick Button at the same time 
The speed, height and distance that 
the spin cames 1s determined by the 
strength of the kick you use: the 
Stronger the kick, the higher, faster 
and farther it goes. As he spins up or 
down, Blanka bashes into his oppo- 
nent, inflicting certain damage It's a 
very quick move that Is especially ef- 
fective against such speedy enemies 
as Ryu and Ken, who are adept at 
avoiding slower fighters. 


ROLLING ATTACK 


Another dizzying move tn Blanka's 
repertoire is the Rolling Attack. It's a 
surpnsing and effective attack that Is 
bound to catch opponents off guard. 
With this move, Blanka can jump from 
a standstill and spin horizontally 
across the screen To do it, press the 
Control Pad in the direction opposite 
the way you want to spin and hold it 
there for a couple of seconds 
Release and press it in the direction 
you want to spin at the same time you 
press any one of the Punch Buttons 
The stronger the punch you use, the 
farther and faster you'll spin, With the 
Hard Punch, you can cover the entire 
width of the screen. 


ELECTRICITY ATTACK 


The fight heats up when Blanka uses 
his other specialty move, his Electric 
Attack. When he performs this atten- 
tion getter, he crouches and emits 
electrical energy that sears any en- 
croaching opponent. To fire up, tap 
any of the Punch Buttons repeatedly. 
The power of the charge 1s deter- 
mined by the strength of the punch, 
but you must tap the Hard Punch 
much more quickly than the others to 
make it work Using the Light Punch 
Button 1s easiest and still plenty effec- 
tive. He can't move when he does it, 
but it's a good defensive ploy 
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BASIC TACTICS 
TURN ON THE POWER 


After you knock your opponent down, 
stand next to him and start tapping a 
Punch Button to turn on the power 
before he has a chance to get up 
You'll probably fry him before he can 
defend himself, but even if he does 
block, he'll sustain some damage. 








BONUS STAGE 1 
Use Blanka’s Hard Kicks to bash in 
the passenger side of the car When 
that side Is totalled, go to the front of 
the car and power up. The electric 
waves will make short work of the 


rest of the car. 


= 


> ") 
Blanka s body and fender work ts something to 
behold Use Herd Kicks to destroy the passenger 
side first, then fry the front of the vehicle 





MEDIUM PUNCH 





LIGHT PUNCH 
MEDIUM KICK 


RECOMMENDED CONFIGURATION 
LIGHT KICK 


HARD PUNCH 


HOLD DOWN / LEFT 
Usually, you hold Down to set up for 
the Vertical Roll and Left to prepare 
for the Rolling Attack, but if you hold 
Down/Left, you'll be ready to do et- 
ther one Wait for your opponent to 
mount an attack, holding Down/Left 
as you watch and wait If it's an at- 
tack from the side, press Right and 
Punch to spin honzontally If the at- 





As you hold Down/Lett, Bison ettecks from the 
right. Before he strikes, press Right and a Medium 
Punch to both block and counterattack. 


BONUS STAGE 2 
Use Medium Kicks to crumble the left 
side of the stacked bncks When that 
side cracks, step up and use the 
Electricity Attack on the top section 
Finally, use kicks on the remaining 
bricks 


mae » 2 tis 
Blanka ts buiit for bashing bricks Use kicks on 
lower left, then electrify the top of the stack. Ti 
remaining bricks will crumble under kicks 





Blanka 
Attack, so move it to @ main b 
good Madium Kick that he 
pecially in the Bonus Stages 



























tack comes from above, press Up 
and Hard Punch to spin upward 


Bilin 
= 3 








Chun Li cen really fly Her jump wall cerry her way 
up over your heed Press Up and Herd Kick from 
the crouch to spin up to fut her 


BONUS STAGE 3 
Blanka can kick the falling barrels in 
Bonus Stage 3, but it's safer to bum 
them. Press Light Punch repeatedly 
to turn on the flames. 







he Hard Punch often for his Ralling 
in He also has @ 






uently relies on, es- 


DODGE THE PUNCH 
Guile is aggressive. When he approaches, he usually 
ducks and does either two Hard Kicks or two Light 
Punches, then he generally follows up with a Hard 
Punch Block the first two punches or kicks, then 
counter the Hard Punch with erther the Rolling Attack 
with Hard Punch or a Low Hard Kick. Your Counterat- 
tack will effectively neutralize Guile's punch and deliver 








DUCK AND RDLL 

Press Down/Left to crouch while 
Guile starts to jump, then use the 
Rolling Attack to collide with him 
tn midair. Using Hard Punch with 
the roll will result in the fastest 
spin You'll ground Guile and get 
In your licks at the same time. 


some damage, too. 











THE SONIC BOOM 


Guile tends to stay to the sides of the screen when fight- 
Ing Force him back as far as he can go, where he'll 
probably try to get off a Sonic Boom. When he does, 
step in, duck and use either a Hard Kick or Punch If you 
time it precisely enough, he won't get the Sonic Boom 
off While he's stunned from your attack, punish him with 
either a Rolling Attack or a Vertical Roll. Keep him 
penned and repeat the same moves. 





STRONG PUNCH 
You might be tempted to use the 
Rolling Attack when Ken jumps at 
you, but move to where he'll land and 
do a Hard Punch as he comes down 
instead It's easter to time the punch, 
which ts very damaging. 
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A SHOCKING EXPERIENCE 

Ken's Dragon Punch ts very strong 
As he goes up, just crouch and biock 
the move, then start pressing the 
Hard or Medium Punch Button to 
mount your Electricity Attack Ken's 
In for a shock when he comes down. 


ROLL ON DVER 





If Ken jumps from a distance, you 
won't be quick enough to get to 
where he lands in time to punch him. 
Use the Rolling Attack to catch him 
as he comes down from a regular 





a 


jump, a Dragon Punch or even his 
Flying Hurricane Kick You'll take 
some damage when you collide with 
his Hurricane Kick, but it'll hurt him 
more than it hurts you. 





a = 


Hold Down/Left, then press Right His Dragon Punch is huge. but You may take some damage 
and punch to roll into Kan as he you can effectively counter it rolling into his Hurricane Kick, 


comas down from hrs jump with your Rolling Attack but he Il taka mora than you will 


JUMP THE FIREBALL 


You can bet that computer Chun Li bile for a moment after throwing the 
so catch her as you come 
Crouch and block the first, then leap down with either a Hard Punch or a 


will throw her Fireballs in sets of two. Fireball, 


over the second one. She is immo- —_ Hard Kick. 


PUT THE BITE ON 

If you're able to get close to the fast- 
moving Chun Li, you'll have an excel- 
lent opportunity to use your Bite At- 
tack Grab her as soon as she lands 
Hold Right and press Hard Punch to 
put the hold on her. She has a hard- 
er time breaking away from the Bite 
than most, so you can inflict signifi- 
cant damage 


HANG BACK 
Zangief is a bear of a man 
who lumbers around the 
fighting stage. As he closes 
In On you, crouch and use 
Hard Punches repeatedly. 
Don't get too close-you 
have a longer reach than 
he does, so stay back and 
land your punches while 
you're out of his range. 
You'll be untouched while 
battering the big bear of a 
man, 






NORMAL MODE 


Zangief relies on brute strength, 
especially in the Normal Mode 
You can stop him in his tracks by 
delivering well-timed, jumping 
Hard Kicks as soon as he comes 
within your range. Keep ham- 
mering away with the 


tive method of attack. 





kicks—they're your most effec- 










NORMAL MODE 


Chun Li jumps often in the 
Normal Mode The best way 
to wear her down is to use the 
Rolling Attack Timing is cru- 
cial Aim for her feet as she 
descends to get a solid hit. 

























wa 
= 
= 
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USE THE ROLLING ATTACK 
The Rolling Attack ts very effective against Zangief. Use 
it over and over You might occasionally take some dam- 
age, but if you time it nght, when he's coming down from 
a jump, for instance, he'll suffer more than you will. 




















ROCK ‘N' ROLL 
Long, lean Dhalsim ts a hyper sort. 
He often stops in one spot and jumps 
up and down over and over. Stay 
back. Use your Rolling Attack 
teamed with a Hard Punch to catch 
him just as he lands 












JUMP THE HADOKEN 
Like Ken, Ryu uses the Hadoken, 
and you can use the same technique 
with him that you used with Ken. 
Jump the Fireball and nail him with a 





THREE HARD KICKS 


The three kinds ot Hard Kick are 
useful in different situations. As Ryu 
sets up for the Fireball, crouch and 
use a Hard Kick to stop him. When 
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| FIRE FAKE 

Dhalsim has serious fire breath that 
toasts any opponent who's slow to 
react. There Is a weakness to the 
move, though: he can’t move until 
the fire fades out at the other side of 
the screen Jump over the fire and 
connect with either a Hard Kick or 
Punch on your way down. 


| JUMP AND PUNCH 

Press Right and Up to jump at 
Dhalsim and deliver a Hard Punch as 
you land. Continue to jump and 
punch as Dhalsim does, attacking 
him in the arr, too. He yumps often, so 
Just keep punching away until his sta- 
mina runs out 


Hard Punch as you land next to him 
A Strong Kick works, too, but it's eas- 
ler to land the punch than it is to con- 
nect with a kick 


he jumps, press Up and use a Hard 
Kick to hit him in the air. And as he 
comes down, use a Hard Kick to flip 
and hit him. 















— Ea = 
Jump over the Yoge Fire and beit Dhelsim with 
Hard Punch before you land, while ha ts still wait- 
tng for the Fireball to fade out. 


WARP WATCH 
Dhalsim disappears and reappears 
at will. When he shows up, he'll be 
immobile for a moment. Duck and 
deliver a Hard Kick. 





CANNONBALL 

When Ryu jumps over to attack, you 
can nail him with a Rolling Attack if 
you time it precisely. The Vertical Roll 
works well, too, so press Down/Left 
as you set up the move so you'll be 
ready to do either one ot them You'll 
hurt him but come away unscathed 
yourself. 





FAKE OUT 
Here's a good combination to try when you've decked 
Honda As he struggles to his feet, stand back and doa 
Light Punch. The punch won't land, but it will make 
Honda counter with a Hard Punch. He'll miss and you 
can attack him for real Crouch and use a Hard Kick 
nght after he punches He'll fall again, and you can keep 













ROLL OUT 
For such a big man, [- 
Honda can really get into _ 
the air When he jumps 
toward you, press Down 
on the Control Pad to pre- 
pare for a Vertical Roll. 


repeating the steps. 





BLANKA 
BLOCK ‘N' ROLL 


Now here's a handsome twosome! 
Computer Blanka favors the Roll 
Attack, so be prepared to defend 
against it with this combo, which re- 
quires split-second timing First, 
block the roll, then immediately do 
the roll yourself with the Hard Punch. 
Your roll will stnke him just as he fin- 
ishes his, before he's ready to de- 
fend. If your timing ts right on the 
money, he'll take the hit, you'll get 
away without a scratch. 


Execute the roll when 
Honda ts high in his jump 
If you are close enough 
when you do the roll, you 
don't have to wait for him 
to start coming down—you'll 


hit him in the air 


him down. 


KICK ATTACKS 

Try these kicks. Jump up and down 
until computer Blanka comes near. 
Before he's close enough to punch, 
jump and deliver a Hard Kick Jump 
and use a Hard Kick when he comes 
close and does a Vertical Roll Use 
the Hard Kick-Flip when he jumps in 
your direction. 





ee eee 





1 JUMP ATTACKS 
You can get Honda to [| 
come toward you by 
jumping in place. 
When he does, jump 
and smack him in the 
head with a Hard 
Kick Keep repeating 
the jumps and Hard 
Kicks until you knock 


NORMAL MODE 


In the Normal Mode, Blanka Is 
likely to Jump toward you of- 
ten. You can’t use your 
Vertical Roll, but you can 
counter with a well-timed Roll 
Attack When you do it right, 
you'll stop him cold, 




































__VS. BALROG 


CROUCH AND KICK 


Balrog's lower body is his weakest 
area. Crouch and aim Hard Kicks for 
his legs Even when he defends 
against your kicks 
he will sustain 
some damage, so 
just keep kicking 
until you deck him. 


POWER UP 
Balrog's not the bnghtest of the street 
fighters—he'll walk right into your 
electrical charge. Press Light or 
Medium Punches repeatedly to build 
up your Electricity Attack. Balrog will 
often either walk or jump right into 


CHARGE VEGA 

One of computer Vega's favorite 
tncks Is to jump down from the fence 
to attack As he climbs the fence, 
Press Weak or Medium Punch quick- 
ly to build up your charge When 
Vega jumps this time, he's in for a 
shock because he'll land nght in your 
powered-up field. 
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your electrical field and shock him- 
self. He's vulnerable while stunned 
by the shock, so you can attack him 
then, too, before recharging your 
Electricity Attack. 


ROUGH LANDING 
Another way to counter the clawed 
Spaniard's jump ts to stand near the 
center and use either a Hard Kick or 
a Hard Punch as he comes down. 
Both moves finish 
high enough that 
you'll hit Vega 
while he's. still in 
the air 


TAKE A BIG BITE 
Take the bite out of Vega's back flip 
by using Blanka's special move. 
Knock Vega down, then jump in and 
stand very close to him before he 
gets up. Vega always goes for a 





ATTACK TIME 
Balrog has a hard time recovering 
from falls. As he tnes to stand back 
up, he's at his most vulnerable 
That's the time to land a series of 
Hard Kicks and Punches-they'll do 
the most damage then. 










back flip when he's getting back up, 
but this time it won't work. When he 
Starts to flip press Right and the Hard 
Punch Button. You'll grab hold and 
bite him repeatedly. 








THREE STRATEGIES 
If Sagat does a Hard Kick, quickly 
duck and counter with a Hard Kick of 
your own. It will usually deck him. 
When he jumps, stop him with a 


Hard Punch or Kick If he crouches 
to punch, you must block It's your 
only option, but it successfully de- 
flects his blows 





1 DUCK THE T-SHOT 
When Sagat throws a High Tiger 
Shot, it'll pass over your head. 
Because you don't have to duck, you 
can attack immediately while Sagat ts 


still waiting for the Tiger Shot to reach 
the other side of the screen. 








BLOCK THE UPPERCUT 


Sagat puts everything he 
has into his Tiger 
Uppercut. Block his 


punch and, when he fin- 
(shes, immediately do et- 
ther a Vertical Roll or a 
Rolling Attack Either one 
will usually land him flat 
on his back 





When you counter with 3 
Vertical Roll or Rolling Attack, 
you Il knock him off his feet. 


FRY BISON THE HEAD STOMP 


Sagat s Tiger Uppercut pecks a 
powerful punch, but you 
can~and should-block 


After you deck Bison, stand next to him and power-up. 
As soon as he gets up he will attempt to use his Psycho 
Crusher move. Before he can execute it, though, he'll 


After Bison does his infa- 
mous Head Stomp, he'll try | 
to land behind you. Block the 














touch your electrical field and fry. stomp, Jump backwards im- 
mediately and use either a [i 
Hard Punch or a Hard Kick = 

Bison will end up the loser in 


this close encounter. 





@ CRASH THE CRUSHER 


itis posstble—but dif- 
ficult-to stop Bison's 
Psycho Crusher 
When he reaches the 
center of the screen, 
do a Light Kick. If 
you first touch him at 
the height of your 
kick, he'll crash 





If your tming ts perfect, you cen stop 
Bison in the middle of his Psycho 
® Crusher Hit him medfiight with a Light 
Kick 








__ COMBINATION ATTACKS 


DOUBLE DAMAGE 


When your opponent's power is low, 
jump, punch, press Up/Left after 
landing and throw another punch. If 
the opponent's power Is up, she'll at- 
tack before your second rump. 





| JUMP AND FRY 


Jump torward and land either a Hard 
or a Medium Punch. After you touch 
down, start tapping a Punch Button - 
Light or Medium — to start your 
Electncity Attack and singe your op- 
ponent, who ts still stunned from your 
punch 





Use @ Medium Punch then power up and 
your enemy to walk into your electrical field 


Hare Blanka lands a Hard Punch Try using auto 
turbo with the Light Punch to power-up 
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KNOCK-OUT COMBO 


This ts a powerful but difficult combo. 
Jump at your opponent and punch 
once betore you land As soon as 
you land, nail him with a Medium 
Punch then duck and deliver a Hard 
Punch. if you do it right, it's possible 





to knock your opponent out with this 
combination, but it's hard because 
you must press the various buttons 
quickly, but not so fast that you start 
the Electricity Attack instead of 
throwing punches. 








PUNCH ATTACK 
LEVEL 


Jump over your opponent, connect- 
ing with a Hard Punch on the way 
As soon as you land, nail him with a 
Medium Punch. Jump back over and 


dump ovar your opponant, delivering a Hard 
Punch as you pass overhead 


tA You | 


repeat the same moves, then duck 
and finish with a Hard Punch. If you 
can carry off the whole sequence, tt 
could win you the round 





Koes hi 


After the second Jump-Punch:Punch combina 
tton, finish by ducking and using a Hard Punch 





SPECIAL TECHNIQUE 


Use Blanka's bite to knock your opponent down, then mount the Roll 
Attack as he regains his feet While you're rolling, press Light or 
Medium Punch rapidly If you succeed, you'll land on his other side, 
powered up and ready to toast him. It's excellent—but difficult. 


es 


Put the bite on your opponant to 
knock him off his feet end set up 
the combination 


As you roll at your recovering 
foe, press Light or Medwm 
Punch as quickly as possible 






you coma out of tha ro 








BALROG 





BALROG 


BOXING'S BAD BOY 


Balrog may not win any contests for finesse, and he won't be 
designing any rockets soon, but in the Street i bad compe- 
tition he's sure to score some knockouts through sheer, brute 
power and persistence. Balrag's paycheck comes from his 
hands and his awesome punching ability. With his two Dash 
Punches, he can score quickly from a distance, and the 
power of his Turn Punch is incredible. 












. MDVE SPEED : 3 
JUMP SPEED 2 
JUMP POWER 1| 
ATTACK 7 4 
OEFENSE 4 


VEGAS STREETS 








<_CHARACTER PROFILE 


After being banned from professional boxing for violating 
the rules of the ring, Balrog started violating the rules of CONNECTIONS 
economics by making more money fighting on the street 
During his heavyweight career, he lost most of his mar- 
bles, so some of his fabled wildness Is just a matter of BALROG 
stupidity He sometimes serves as M. Bison's body- 
guard 


Shadowloo 


a Boss 
OATE DF BIRTH 9/4/68 


HEIGHT Git. Sin. 
WEIGHT 252 Ibs. 


MEASUREMENTS — | B47 in. /W35in. /H39 in. 
BLOOO TYPE A t 
Fighting, Gambling 


DISLIKES an | Losing, Rap music 
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| < BASIC MOVES 
oS SE EE a OD 


OTHER ATTACKS 


Balrog doesn't have as many 

specialty moves as most of the 

world warnors, but the ones that 

he does have can be decisive. 

One of his most powerful moves 

is the Multiple Head Butt Move 

very close to your opponent and 

use the Medium Punch Balrog 

will grab his foe and bash skulls 

13 times in a row to inflict mas- 

sive damage You can also a! 
make rapid-fire punches by Balrog s Muttple Head Butts one of 
standing close to an enemy and use the Med 

tapping the Light Punch Button 








SPECIAL ATTACKS 


DASH PUNCH 


Balrog's Dash Punch-a quick dash 
forward followed by a powerful 
punch~is a dangerous attack that op- 
ponents will leam to respect. You can 
set it up two ways: on the Control 
Pad, push Left or Down/Left for about 
two seconds, then simultaneously 
push Right and any Punch Button 
The distance that Balrog dashes de- 
pends on whether you use the Light, 
Medium or Hard Punch The Hard 
Punch gives you the longest dash. If 
you set up the Dash Punch by first 
pushing Left, Balrog will move away 
from his opponent, possibly out of 
range. Therefore, it is best to use 
Down/Lett. 


a DASH UPPERCUT 


This move ts virtually identical to the 
one descnbed above. It also delivers 
a powerful punch after you rush to- 
ward your opponent. You must set it 
up in the same way Push your 
Controller either Left or Down/Left for 
approximately two seconds. Then, at 
the same time, push Right and any 
Kick Button. Balrog will dash forward 
and deliver a jaw-rattling uppercut. 
Once again, the distance of the dash 
depends on whether you use the 
Light, Medium or Hard Kick. The Hard 
Kick Dash will carry Balrog almost 
completely across the screen while 
the Light Kick goes about half the dis- 
tance. 


TURN PUNCH 


Balrog’s Turn Punch ts also simple to 
activate, but it takes time to set up, 
which can leave you open to attack 
for a few moments. To activate the 
Turn Punch, press and hold all three 
Punch or Kick Buttons simultaneously 
for a full second, then release one or 
more of the Buttons Balrog will spin 
around once and stretch towards the 
opponent, delivering a spectacularly 
powerful punch While holding the 
three Buttons, you can move and 
even jump One strategy is to evade 
an attack by jumping and then to re- 
lease the Tum Punch as soon as you 
land. You can also hold the Turn 
Punch ready while blocking 
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RELEASE 
ONE OR 
MORE 
BUTTONS 








BASIC TACTICS 


DOUBLE TURN PUNCH 
Although this move is awkward to manipulate, you can 
deliver one Tum Punch right after another. Hold down 
all six Buttons, then release either the three Kick 
Buttons or the Punch Buttons After the first Tum Punch 
is delivered, release the second set of three Buttons to 
activate the second Turn Punch. The first Tum Punch 
must be completed before you release the second set of 


@ DON'T GET JUMPED 

When opponents come at Balrog with jumping attacks, 
try to knock them down using one of three tactics. First, 
if you are at a good distance, use the Dash Uppercut. 
Second, try the Hard Punch if tt looks like the jump will 
end in front of you. Finally, use the Medium Punch, 
which 1s an uppercut 


Buttons for the move to work. 








i 


wh 
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To defend against jumping attacks, Balrog 
should use either the Dash Uppercut, the 
Hard Punch, or the Medium Punch 











BONUS STAGE 1 
Once again, our ex-pugilist must 
make use of his fists to dismantle a 
two-ton automobile in 30 seconds. 
The next best thing to a sledge ham- 
mer ts Balrog's Medium Kick 





The Medium Kick is the move to use in the first 
Bonus Stage for Balrog Use it both onthe left and 
nght sides of the cer 


BONUS STAGE 2 
Balrog really hates bnck walls, prob- 
ably because most bnck walls have 
IQs that are greater than his. He 
takes out his frustration by hammer- 
ing them with his Medium Kick on 
two levels as shown 


Use the Medium Kick from the ground and the lev- 
el of the second protruding brick On the second 
level, switch to a ducking Medium Punch 





RECOMMENDED CONFIGURATION 


MEDIUM KICK 








MEDIUM PUNCH 





LIGHT PUNCH 


HARD PUNCH 


HARD KICK 


BONUS STAGE 3 
Balrog used to train for heavyweight 
bouts by crushing steel kegs with his 
hands, so breaking barrels with a 
Medium Punch is easy 





Since the Turn Punch move requires pushing 
three Buttons at one tme, set up your Contraller to 
teke advantege of that In this scheme, the Y, X, 





and B Buttons will be your Turn Punch 





SONIC JUMPING 


Balrog doesn't have any J 
secret weapons to pro- : 
tect him from Guile's 
Sonic Boom attack, so 
you'll have to use some- 
thing more basic. Simply 
Jump over the Booms! 


LONG RANGE TURN PUNCH 





i JUMPING DEFENSE 


When Guile comes towards you with his jumping attack, 
greet him with a simple combination. Use a ducking 
Hard Punch while he’s still in the air, then, when he 
lands, hit him with a Hard Punch, 


Look for Guile to try to get close to you to deliver his low 
kick. Before he is within range, however, you can stop 
him by using your Tum Punch. Balrog has great reach 
on the Hard Punch and Turn Punch. After the Turn 





Punch, try a Multiple Head Butt to top things off. 


=e ee 
OU 





HARD PUNCH 
Balrog's long reach Is 
greater than the Hard 
Kicks of most other oppo- 
nents You can use it to | 
attack fighters before they ; 
are within their own attack 
ranges. Use this strategy 
against Guile when he 
tnes to move in closer to 
Balrog You can stop him 
before he gets too close. 





MULTIPLE PUNCHES 
Close in on Ken and use a ducking 
Hard Punch, which ts a powerful 
uppercut. That will force Ken to jump. 
With Ken in the air, hit him twice with 
ducking Hard Punches. Then repeat 
the entre procedure. If you're close 
enough, your Hard Punches might 
become Multiple Head Butts. 


__ aca, 


Use Bairog's ducking Herd Punch to send Ken 
jumping Once hes in the air, hit him twice with 
two more ducking Herd Punches 
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J THE HURRICANE FORCE 
When Ken flies towards AUP PO I) 
you in the Hurricane Kick, one ‘si —%.% © © ‘e] 
duck down and wait for ie ss F ie ene » 
him to get very close. | es a ~ a 
When he's very near, use § a) a— — 


the Hard Punch from the } 
ducking position. t aA 


LIGHT PUNCH--DASH CDMBD 
Although this move can be effective, and Ken will use a kick Then throw 
tt takes precise timing since you have the Dash Punch when Ken's kicking 
to use a Dash Punch at close range. leg 1s pulled back. 
Use a Light Punch at close range 


ad 











THE FIREBALL 
When Chun Li shoots her Fireball 
shot, jump both to avoid it and to get 
closer to her. If you land close to her, 
use either the Hard or Medium 
Punch to give her the Multiple Head 
Butt treatment. 








KEEP YOUR DISTANCE 
Zangief can cause you plenty of 
grief, especially if you let him get 
close to you where he can throw a 
Spinning Pile Driver. Keep him at 
arm's length with your Hard Punches. 
He may try his jumping kicks, which 
have a long reach, so you must con- 
stantly adjust your position to stay 
beyond his range. 


GETTING CLOSE 
If Zangief ts close to you, press 
Down/Left and tap the Light Punch 
Button for repeated jabs. In this posi- 
tion, you can avoid his Spinning 


CHUN LI ABOVE 

Chun Li's famous jumps may not do 
her much good if you use the follow- 
Ing strategy If Chun Li begins her 
Jump from across the screen, use 
the Dash Uppercut to knock her out 
of the air. if there's no time for the 
move, try the ducking Hard Punch. 


TIME TO BACK AWAY 
Try to push Chun Li into the comer 
where she can't maneuver or use her 
special attacks. First, use the duck- 
Ing Hard Punch to keep her at the 





Clothesline attack. Counter that 
move with a standing Light Punch. 
When the Clothesline is finished, hit 
him with a powerful Dash Punch, 















edge of the screen. Next, while she 
Jumps, back off slightly, then throw a 
Dash Uppercut Now move in with a 
Hard Punch and repeat it all. 


NORMAL MODE 


In the Normal Tournament 
Mode, hold the Controller Left 
or Down/Left to block and keep 
throwing Light Punches When 
Zangief's kicking leg is back, 
use a Dash Punch, 








THE DRILL ATTACK 

When Dhalsim flies toward you with 
his mystical Head Drill, jump away 
from the attack. The result is that you 
will block the Dnill move and end up 
very close to Dhalsim when he lands. 
At this close range, give him Multiple 
Head Butts by using either the 
Medium or Hard Punch. 






DASH UPPERCUT 

Ryu's fondness for the comer can get 
him in trouble Use ducking Hard 
Punches to back him into a tight spot. 
Go into the blocking stance, which 
will also set you up to do a Dash 
move. When Ryu jumps, use the 
Dash Uppercut and before he lands, 
hit him with a ducking Hard Punch 





<4 " 

8 in the sornes, push Down/Left to 
block and set up a Dash Uppercut, which you usa 
when he jumps Follow thet withe Hard Punch 
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SLIDING ATTACKS 
Even if you use your head and \f 
Multiple Head Butt the guru to within 
an inch of his life, he's bound to 
escape sometime. When he does, 
he'll try a Sliding Kick attack so you 
should go into your blocking, defen- 
sive stance. Once he's slid next to 
you, you're perfectly set up to give 
him more Multiple Head Butts 





NORMAL MODE 


In the Normal Toumament Mode, Balrog can get close to Dhalsim and 
give him a Head Butt, then follow it up with any kick or punch attack. 
By staying close to your opponent, you can repeat the move over and 
over for a quick victory. 


LIGHT PUNCH--DASH PUNCH 
Dash Punches work well if you have 
enough time to activate them. If 
you're close to your opponent, re- 
peatedly throw Light Punches while 


holding the Controller Lett Then 


throw the Dash Punch. 


i FIREBALL PUNCHING 


Although Balrog has no magical or 
mystical defenses to make him invul- 
nerable to Fireballs, he can extin- 
guish them with a precisely released 
Turn Punch. If you throw the Turn 
Punch just at the moment the Fireball 
reaches Balrog, you'll not be dam- 
aged. 





ks 
es = a Pee —5 
Defending yourself against Fireballs isnt easy In 
most cases, you must already be waiting to use a 
Turn Punch Release the Turn Punch precisely 
when the Fireball reaches you 


——————————— 
e001 ciao 


HARD AND DASH PUNCHES 
While Honda closes tn on Balrog, 
wait for him in the blocking stance 
until the sumo is quite near The 
blocking move also sets up your 
Dash move. Now use the ducking 


Ii#stesecoese == 


SUMO HEAD BUTT 


E Honda's tlying Sumo Head Butt 


causes problems for most fighters, 
but it is beatable Balrog should 
stand his ground and use a flurry of 
Light Punches. With any luck, one of 
the Light Punches will be thrown just 
as Honda comes within reach. 


| <_ VS. BLANKA 


A LONG HARD PUNCH 


You don't have to get too close to 


Blanka to cause damage When you 
are at the distance shown tn the first 
photo, use your 
Hard Punch 
tolashoutand 
score a hit. 


CORNER BLANKA 
You can really wail on 
Blanka if you manage to 
chase him into a corner. 
Once there, press and hold 
Down/Left to set up for a 
Dash Punch. While holding 
that, use Hard Punches. 
Since you're in the ducking 
position, these will be 
uppercuts When Blanka 
Jumps up,use your Dash 
Punch and follow it up with 
a ducking Hard Punch while 
Blanka ts still in the air. 


Hard Punch to force Honda to jump 

backwards Before he lands, use the 
Dash Punch with the Hard Punch 
Button to race across the floor and 
deck Honda 
























THE WEAK ATTACK 
When fighting Honda at close range, 
you can use the Light Punch over 
and over by rapidly tapping its but- 
ton. After Honda tries one of his 
moves, hit him with a Medium Kick. 


WMidgumadeeecadeeemeens 





ROLL OVER 

Don't let Blanka roll all over you 
When he uses the Horizontal Rolling 
attack, prepare yourself by pressing 
and holding Down/Left, both to 
defend yourself and to set up for a 
Dash Punch. After blocking Blanka, 
use the Dash Punch to deck him. 


When Blanka comes at you in his Rolling ae, 
block the attack, then countar with a Oash Punch 





__VS. BALROG 


STANDING TALL 
When Balrog (the opponent) Is 
attacking from a standing position, 
drop to your ducking position and 
throw Hard Punches. These punches 
can be very effective 


HARD GUYS 


When Balrog meets himself face-to- 
face on the streets of Vegas, you 
know It's going to be a no-holds- 
barred bout. Of course, Balrog does- 
n't have any holds, but he does have 
awesome punches. Try to use Hard 
Punches at the maximum range. 


| LIGHT PUNCH-DASH UPPERCUT 


To set up your Dash Uppercut, press 
and hold Down/Left while throwing 
Light Punches. Your opponent will 
attack, then jump back. That's when 
you throw the Dash Uppercut and 
race across the screen to nail him 
when he's still in the air. Use the 


FENCE JUMPING 


While Vega 1s preparing one of his 
spectacular fence jumping attacks, 
wait for him at a distance in the 
blocking stance The blocking stance 
will set you up for a Dash Uppercut, 
which you deliver to Vega while he's 
still in the air. 
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Use Balrog s long reach to keep his elter ego at 
bay The Hard Punch ts your best bet for beeting 
the odds (and Balrog) in Vegas. 


Dash Uppercut with the Hard Punch 
Button. 


HEAD BUTTS 
When the Spaniard launches into 
his back flips, Balrog can eam 
some points by closing in for a little 
Head-Butting action. Jump to it and 
use your Hard or Medium Punch 


when you are nght next to Vega. = =» 


CLAW DIVE 
When Vega climbs the fence, start 
worrying about the Claw Dive attack 
Back away toward either corner to 
gain as much distance as possible. 


Hold Left on the Control Pad until 
Vega jumps. Then throw a Dash Up- 
percut to hit Vega. 





le 


THREE TECHNIQUES 


Try out these three techniques when Sagat makes cer- 


tain moves. First, if he uses a high kick, 


ducking Hard Punch. If he's jumping towards you, use 
the same method. When he tnes a low punch, block tt 


and counter wih a Medium Punch. 


~~ 









HARD KICKS AREN'T 
Hard kicks aren't kicks at all (iiss 
for Balrog, they're punches. ee 
When Bison is close by, [Ftee 
press the Hard Kick Button 
Bison will block some of the 
punches, but if your timing Is 
good, you'll get some hits 


DON'T LOSE YOUR HEAD 
When Bison comes at you in the 
Head Stomp pose, try the following 
strategy. Push Left to block the at- 
tack, then jump Left and use a Hard 








When Bison tres e Head Stomp, 
jump Left 


Use @ Herd Punc! 
the air 











LIGHT PUNCHES 
Use several Light Punches 
while holding Down/Left. 
When Sagat kicks and | 
pulls back his leg, let loose aoe 
with a Dash Punch. Sagat é 
should be vulnerable — 


et CS Sw 


. Fespond with a 


wry 





HIGH TIGER SHOTS 
When Sagat throws a high Tiger Shot, duck down to 
allow the fire to pass overhead Press and hold 
Down/Left to set up for a Dash Punch. When the Tiger 
Shot has passed, use the Dash Punch or a Hard Punch. 


ONE MOVE WIN 
Its possible to beat Bison using just 
one move repeatedly. Keep using 
the Light Punch and Bison will use 
low kicks. Since your Light Punches 
will score more than his kicks, you'll 
win when the time runs out! 





Punch in the air. Bison will jump over 
you and you can hit him with a duck- 
ing Hard Punch before he lands. 


h white still in After Bison jumps over you, use e 
ducking Herd Punch 








<_ COMBINATION ATT 


KICK & DASH 


Balrog must master the use of the 
Dash Punch and Dash Uppercut. If 
you Jump close to an opponent, hit 
him with a Hard Kick while still in the 
air and a Medium Kick when you 


land Also, when you land press and 
hold Down/Left to set up your Dash 
After two seconds of Medium Kicks, 
use the Dash Punch. 





@ KICK & DASH LIGHT 
LEVEL 


When Balrog 1s Close to the oppo- 
nent, press and hold Down/Left while 
using three or more ducking Light 
Kicks. Then shift the Contral Pad so 





you are holding Left. At the same 
time, use a regular Light Kick to keep 








Jump towards your opponent While pushing Down/Left {ar just 
Left), use Medium Kicks 


and fit him wilh o Herd Kick be- 
fore you land 


POWER KICK UPPERCUT 


LEVEL 


This ts a powerful combination that 
can knock some heads around. 
Jump towards your opponent and hit 
him with a Hard Kick while still in the 
air When you land, use Medium 


| JUMP & DASH 


Jump towards the opponent and, 
while in mid-air, push Left and Hard 
Kick. The Hard Kick hits the oppo- 
nent Holding Left on the Control Pad 
sets up your Dash Uppercut, which 





Jump towerds the opponent ond press Left on the 
Control) Pad Uso the Hard Kick in mid-air and the 
Dash Uppercul efter janding 
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you from moving backwards Finally, 
you'll be ready to throw the Dash 
Uppercut. The trick ts holding 
Down/Left at all times. 


E a 
E ‘ee 
After two seconds, you can let 


him have it with your powerful 
Dash Punch 














Kicks and press and hold DowrvLeft 
or Left to set up for your Dash move. 
After two seconds, you'll be ready to 
go. Wait until the end of a Light Kick 
to throw the Dash Uppercut 


SHOT DEFENSE 


Balrog can eliminate the threat of Fireballs by timing a Tur Punch to 
meet the fire just as tt reaches him It will take some practice to get it 
nght every tme You need to start the move almost immediately after 
seeing the Fireball 


If you are close to your opponent end you 
successfully time your Turn Punch, you W also 
score 6 hil besides escoping damage 


If you use the Turn Punch at the exact mo- 
ment thel 6 Firebel! his Belrog, you |i escapes 
wilhoul demege The timing ts critical 

















VEGA 


HOW VAIN CAN YOU BE? 


Vega spends far too much time looking at himself in a mirror. 
His techniques are top notch, but his attack power and defen- 
sive prowess fall short. Maybe he should spend more time 
working out in the gym rather than primping and preening in 
the hair salon. Don't get us wrong, we think he’s cool, but we 
think his priorities are a bit messed up. 
















MOVE SPEEO 


JUMP SPEED 
JUMP POWER 
ATTACK 
DEFENSE = 





SPANISH CANTINA 


Lie Mer Boke Bo 


ime Ze mee 
ae 


CHARACTER PROFI 


Vega was hired by M Bison to help him do his dirty work 
in eatinwestam Europe. The stunning hit-man en aie CONNECTIONS 
the eye of many women during Street Fighter tourna- 
ments, but he doesn't really care. Vega loves no one but 
himself To the other Street Fighters, Vega 1s synorrymous 
with "vanity." He will rue the day when his mask fails him in 
battle and his perfect features are marred. 


Shadowloa 


Bass 


DATE OF BIRTH 1/27/67 
HEIGHT 6 ft. 1 in. 
WEIGHT 160 Ibs. 


MEASUREMENTS | B48 in. / W 29 in. / H 33 in. 
BLOOD TYPE Ti a 
LIKES Beauty, Agility 

‘DISLIKES | Grude Language 
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Ear 


MOVES 


Wi OTHER ATTACKS 


Vega ts the only 
Street Fighter that 1s 
allowed to compete 
with a weapon —the 
claw He has some 
very good specialty 
moves that can do 
More than just sur- 
pnse his opponents 
-they can put them 
out of commission! 


head into the 
photo, but his rival 
beating 


$ prey Use to cs) 
tect it well b 


a beck flip end spin eway fram 
his rival 





SS 
<_ SPECIAL ATTACKS 


CLAW DIVE 


With the Claw Dive, Vega utilizes a 
move that no other Street Fighter can 
pull otf: climbing the tence in the 
Spanish Cantina An important 
fact-the fence only exists in the 
Cantina, so Vega can't do this move 
on anyone else's home turf To make 
Vega scale the fence, press and hold 
Down Next, press Up plus any Kick 
Button. Vega will leap up and will au- 
tomatically climb up the fence. He will 
also automatically dive toward his op- 
ponent when he feels that he ts high 
enough on the fence. Just before 
making contact with your unsuspect- 
Ing opponent, press any Punch 
Button 


1 AIR SUPLEX 


An alternative to the Claw Dive, the 
Air Suplex can be executed by re- 
peating the same Controller motions, 
but instead of slicing at the nval with 
his claw, Vega will grab and throw 
him. Instead of coming down on top 
of your opponent, try to descend Just 
to the right or left of them by pressing 
and holding Left or Right. This way, 
the Air Suplex should be easter to ac- 
complish Vega can also leap off of 
the side walls and throw his oppo- 
nent. This move Is usually referred to 
as the Wall Leap. It, unlike the Air 
Suplex and Claw Dive, can be used 
against opponents in any stage, not 
just the Spanish Cantina. 


CLAW ROLL 


A very quick move, the Claw Roll is 
often effective in catching your oppo- 
nent oft guard. Since you start the 
move with a retreating motion, you 
should be able to easily dupe your r- 
val into thinking that you are taking a 
detensive stance. Even if you are, It’s 
easy to change your thinking. Press 
and hoid Left, then press Right pius 
any Punch Button to execute the 
move. The distance the roll covers ts 
dependent upon which Punch Button 
you press Using a Hard Punch will 
make Vega take a much more force- 
ful roll than a Light or Medium Punch 
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———— 
BASIC TACTICS 





CLAW PROTECTION 

Any opponent can break Vega's 
pnzed claw off in battle if he or she 
hits it enough. Vega 1s an excellent 
blocker, but blocking too many kicks 
and punches will cause the claw to 
break off sooner than it would nor- 
mally. 


BONUS STAGE 1 
Before the stage begins, press Left, 
then bash in the passenger door with 
a Claw Roll that utilizes a Medium 
Punch. Next, jump over the car and 
continue with the Medium Punches 
until the car ts leveled 


{ts a beautiful cer, and he hates to do it, but 
Vega s claw should ba put to good use when 
slashing tha Juxury road cruiser to the ground 


LIGHT PUNCH 




















MEDIUM KICK 





MEDIUM PUNCH 





RECOMMENDED CONFIGURATION 
LIGHT KICK 


HARD PUNCH 


B AIR THROW 


lf en opponent lunges out toward 
you, Jump straight Up and then press 
Medium or Hard Punch. The Control 
Pad should be depressed, but the di- 
rection doesn’t matter. Doing so will 
allow Vega to grab and throw his as- 
sailant. It doesn't always work, but it 
is a better option than getting kicked 
in the head. It's also a better option 
than having to block a Hard Kick with 
your claw The fewer attacks Vega 
has to block, the better! 


BONUS STAGE 2 
It reaily can't get much easier than 
this and Vega knows it! Just jump up 
on the side of the pile of bncks and 
hack away at them with Medium 
Punches. They should all crumble 
away quickly 





se, F : 
Vega only has to move to thts position and throw 
repaated Madium Punches to and up with a 
Bonus Round score that reflects a job well dona 


Medium Punches and Hard Kicks ere Vaga $ 
bread-and-butter moves Posrton their functions 





BE PATIENT! 
It's a good tdea to crouch down on 
your own side of the screen and wait 
patiently until you see what your nval 
is going to do. Once you know, let 
loose with your own attack 

















BONUS STAGE 3 
Again, Medium Punches ere just 
what Vega needs to do well in the 
third Bonus Stage Slash through the 
wooden barrels with the claw. 











on tha Controllar whare you fae! most comfortabla 


spectivaly 


with tham We suggest the B and A Buttons, ra- 







HAND-TO-HAND COMBAT 
In hand-to-hand combat with Gulle, Vega ts likely to 
lose However, with prudent use of blocking and jump- 
ing. Vega can come out on top Block Guile's low 
Punches then jump over him and use a Medium or Hard 
Punch to throw him. Block his kicks, too, and then use a 
Hard Kick to trip him up when you see an opening 












HARD KICK SET-UP 
Guile knows that Vega loves to use the sliding Hard 
Kick, so he blocks a lot. That's OK, you can counter it If 
he blocks, just press Up/Right to jump and then let him 
have tt with a Hard Kick before you land. 





THRDW TECHNIQUE 
If you knock Guile down, jump over him. Guile will often 
execute a Flash Kick to combat your move, but you 
should be able to avoid it if you jump early enough. Just 
before Guile lands, move toward him and throw him with 





HURRICANE WATCH 

To combat Ken's spinning Humcane 
Kick, Just crouch down and block tt. 
When he lands on the opposite side 
of you, he'll throw a Dragon Punch 
It's very important to remain in your 
blocking stance so you don't get hit 
with this powerful move. Throw him 
just as he ts landing 








a Medium or Hard Punch. 


ATTACK AFTER JUMPING HADOKEN 

are landing. This should back him up 
just a bit, but he should still be stand- 
ing To push him back some more, 
throw a bunch ot Medium Punches 
his way This ts often enough to get a 
knockdown, 


Vega can easily avoid Ken's raging 
Hadoken fireballs by using his awe- 
some jumping ability Jump over 
them and toward Ken until you are in 
stnking distance Let him have it with 
a Hard Kick or a Hard Punch as you 


What s Ken thinking? He eught to know that 
Vega s jumping abulty 1s highly touted Oh well, 
he Wt just heve to pay for hrs apparent ignorance 








HARD KICK FOR KNOCK-DOWN 


If Ken jumps toward you, It's a very 
good time to demonstrate one of 
your favorite moves: the sliding Hard 
Kick. Vega has such a good range 
on his Hard Kick that Ken won't be 
able to defend himself 


f 7 











a" 

JUMP OVER FIREBALL 
Vega knows that when Chun Li 
starts tapping her Chi, she'll unleash 
aFireball He also knows that he can 
easily jump over tt. What's more is 
the fact that she'll be more vulnera- 
ble to attacks at this point. 





HARD PUNCH USE 


When Zangief walks toward you, Vega can usually fend if Zangief manages to back 4 
off his approach with Hard Punches. It may take a few you up against a wall, press 
to send the giant back, but you can do tt! 






Zangiel s midsection 1s wide 
‘open, mora or lass, to attack 
Aim for tt 


NORMAL MODE 


The lumbering Zangief is extremely 
vulnerable to Vega’s sliding Hard 
Kicks in the Normal Mode There 
isn't a whole lot else to say about 
this fact. Just use them to knock 


htm down when he approaches. 


|] THROW THE FIREBALL SHOOTER 
As an altemative to a kicking attack when Vega is landing. This will usu- 
after jumping over Chun Li'sFireballs, ally allow him to grab and throw the 
you can press any Punch Button _ fleet-footed wonder. 








THROW TECHNIQUE 
lf Chun Li ts about to let loose with a § 
Lightning Kick or some other attack, 
jump over her and press a Punch or 
Kick Button while in the air. Doing so § 
will “commit” her to the attack 
Throwing her upon landing will be 
easy . 








Maka sure that you execute some kind of mova in 
the air This guarantees you that Chun Li will ba 
tiad up with an attack move whils you clase in 





I MANY JUMPING HARD poces 


and hoid Up/Left to jump back 
toward the wall. Use Hard 
Kicks and/or Hard Punches 
consecutively in an effort to 
get him off your case. Vega’s 
heels and ciaw should be able 
to dissuade the scarred mus- 
cle-bound street fighter to see 
the error in his ways and 
retreat. 











FLYING THROW EXECUTION 
Vega's unprecedented speed allows him to overtake 
Dhalsim in most situations easily Throw moves are eas- 
ler to execute Dhalsim will use a lot of Iimb-stretching 
against Vega, but he should be able to avoid it 


JUMPING ATTACK 
After knocking Dhalsim to the ground, you should imme- 
diately set up for another attack by pressing Up/Right to 
jump toward him and then press Hard Kick or Hard 
Punch before you 
land. 











YOGA WARP DEFENSE 
When Dhalsim pulls up into a hover- 
ing position, It's a sign that he's about 
to do a Yoga Warp Crouch down 
and put up a block. Just as he reap- = 





pears, continue to press Down and 
then press Hard Kick to execute a 
sliding Hard Kick. It doesn't matter 
which side he chooses to reappear 
on, the attack will work 


Just bafora Dhalsim lands from his Yoga Warp, 
Vega should be crouched, alert and ready to 
unleash a fierce Hard Kick upon his rival 









HADOKEN REPELLANT 

dust like he handles Ken's Hadokens, 
Vega should jump over Ryu's fire- 
balls when he shoots them his way 
Put Ryu in his place by dishing him 
up a Hard Kick or Hard Punch when 
you near him. Follow that up with as 
many Medium Punches as you can 
possibly throw 





LEAP OFF THE WALL 
This is a move that will teach Ryu a 
lesson in technique and humility. 
When he starts throwing his Hado- 
kens, jump over them and continue 


Jumping until you reach the tar wail 
Once there, execute a Wall Jump 
and fly out toward Ryu. Grab him 
and throw him to the ground. 
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DRAGON PUNCH AVOIDANCE 
Ryu doesn't seem to have as much 
range on his Shoryuken as Ken 
does, but he still can catch you with a 
quick one. If Ryu throws a Dragon 
Punch and tt's obvious to you that he 
won't connect with it, move in quickly 
and grab him when he descends. 
Push Hard or Medium Punch to vary wall Too bad for 
throw him violently to the ground. hirnt 






pal 





Ryu didn t execute this 
particular Dragon Punch 


tage of Ryu’s misteka 
and threw him 


SLIDING HARD KICKS 


The big Sumo isn't the most agile of the Street Fighter 
characters Vega knows this and he also knows the easi- 
est way to knock the giant off of his feet: using sliding 


Hard Kicks! 





Fl tate scat as anne 
Vega s sliding Herd Kick cov- 
ers a great distance and is 
enough to send Honde flying! 





NORMAL MODE 





} EVADE THE HEAD BUTT 


If you see a Flying Sumo Head 42%. - J 
Butt coming at you, just jump aN 

Up and press Hard Kick or 

Punch before you land Follow SS 
up with Medium Punches | net F 
when you land 















With the claw, Vega can get supenor extension on 
his Hard and Medium Punches. In the Normal Mode, 
E. Honda doesn't really have any charging-type 
moves, so a generous use of Hard and Medium 
Punches 1s highly recommended to keep the Sumo 
wrestler away from you. Just be sure to watch out 














for his Hundred-Hand Slap. 





. BLANKA 





HARD PUNCH KEEPS HIM AT BAY 


Blanka has a tendency to just walk 
up close to his opponents without 
ever putting an attack move into 
use It's really weird Maybe his 
brain isn't working properly. If you 
see him meandering your way, let 
him know who's boss by slashing 
him with Hard Punches. 


HE ROLLING ATTACK FOLLOW-UP 


When Blanka does manage to get 
off an attack, like his Rolling Attack, 
you should just defend yourself with 
a block When Blanka "bounces” 





The ¢ raw Pp. ovides protection {rom Blenkas 
abuse The beast will pay for his unabashed 
atteck 











TOSS TECHNIQUE 
When Blanka executes his impres- 
sive Vertical Roll, you should press 
Up to make Vega match his move 
While in the air with him, press Hard 
or Medium Punch Depending on 
your position and timing, you'll either 
slash him with the claw or throw him. 





APY 
The marty clew allows Vega to strt mn out fora 
powerful Hard Punch Blanka usually wont have a 
clue to what hit him 


back off of you, press Right plus 
Hard Punch. You should be able to 
catch him with the claw just as he is 
landing 





Blanka will pay for trying to show off Vega cant 
stand things that are ugly Blanka certamnly fits the 
bull 











VS. BALROG 


BOSS TOSS 


The flashy technique for throwing 
Balrog is quite impressive, but Is 
rather easy to accomplish When 
Balrog lunges at you and throws one 
of his patented uppercuts, just block 
tt When he pulls back, execute a 
Rolling Attack After hitting him once, 
quickly press Up/Right to jump up 
and over the boxer. Upon landing on 
the other side of him, press Hard or 
Medium Punch to grab and throw 
him to the ground. 










I USE MANY LIGHT PUNCHES 
Using his big boxing gloves, Balrog is 
a good punch blocker. However, if 
you press Down and use continuous 


Light Punches, they will eventually 
break through Balrog's defense to 
score a few hits. 








ALTERNATE BOSS TOSS 
After you've knocked Balrog down, 
Jump Up/Right and press any button 
while in the air Balrog will react with 
a move of his own, but in the wrong 
direction! Throw him! 


YOU CAN'T HACK YOUR OWN HARD KICKS 
Matches fought against Vega's clone ers’ attacks. Use the heaviest-hitting 
will often end rather quickly because attacks sliding Hard Kicks and head- 
they are very vulnerable to each oth- bashing throw moves 







CLIMB THE FENCE 

While fighting in the Spanish Cantina, 
Press and hold Down and then press 
Up plus any Kick Button. Vega will 
climb the fence and will jump toward § 
his nval Press Left 
or Right plus any 
Punch Button when 
you are just above 
your rival for a 
throw move. 
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THROW YOUR CLONE 

Press and hold Up/Right to jump out 
several times toward your clone fight- 
er As you get near him, he will often 
try to take the easy way out by doing 
a back flip away from you Keep 
pressing Right and keep closing in 
Press Hard or Medium Punch to grab 
and throw him. 





SF a). 
= = sik 


TIGER SHOT JUMP 

If you see Sagat go to his knees, he's 
going to start shooting Tiger Shots 
Don't block them. Jump up and over 
them while moving toward Sagat 
When you are going to land on him, 
press Hard Kick or Punch. Next, give 
him what for with some Medium 
Punches 








LURE HIM WITH LIGHT PUNCHES 


Use low Light Punches against 
Bison. He will almost always block 
them, but it's important for you not to 
miss! If you do happen to miss, he 
will often fly into a Psycho Crusher. 
Not good When he jumps toward 
you, press Left or Down/Left to block 
When he lands, press Up/Left to 
jump back because he will usually 
Jump again. While in the air with him, 
press Hard or Medium Punch to 
slash or throw him. 

















NEAR THE TOWERING WARRIOR 
There are a couple of good 
techniques to follow when go- 
Ing up against Sagat at close 
tange Sagat likes to throw low 
Hard Punches Block them until 
he stands up When he does, 
Jump toward him and throw » 
him Sagat will also jump § 
toward you and will try to get in 
a big kick Move in before he 
has a chance to kick and then 
grab and throw him 


SLIDING HARD KICKS 


This ts an excellent defensive and says 
offensive move—and it's all in one 
combination! First, if Sagat starts 
throwing high Tiger Shots, just 
crouch down to 

avoid them. Imme- Hime oo 4 
diately push Hard 2 
Kick. Vega will 
slide toward Sagat 
and will knock him = % 
down. 






















er 
AM 


FLYING THROWS 
Since Bison ts usually quite surprised 
when an opponent throws him, these 
types of attacks drain the most ener- 
gy from him Don't concentrate on 
throw moves until you've mastered 
all of Vega's other techniques 


mi 





SLIDING HARD KICKS WORK! 


Even though Bison Is the 
master of all masters in the 
fine art of blocking, persis- 
tence will pay off for Vega by 
using proper attacks Vega 
should use the attacks that 
he feels the most comfort- 
able with. The sliding Hard 
Kicks will break through the 
cnme lord's tron-clad defens- 
es 


If you see an opening when you re battling this scum, you ve 
got to go lor itl The sliding Hard Kick, with its tremendous 
reach, can catch Bison off gua 
you have the move in your arsenal of attacks 









attimes You'll be happy that 


Se a 
<_ COMBINATION ATTACKS 


MEDIUM KICK MADNESS 


Try this one on for size! After your 
opponent has executed a move and 
has missed you, or if you have 
blocked the attack, impart to him two 
Medium Kicks Let him have them 
one night after the other. Finish up 
the move with as many Medium 
Punches as you can possibly muster 





THROW AFTER KICKING 


As you may have seen from the pre- 
vious pages, Vega loves to kick his 
opponents and throw them to the 
ground It doesn't really matter what 
strength ot kick you give, but throw 
them with Hard or Medium Punch. 





136 NINTENDO PLAYER'S GUIDE 


KICKS AND PUNCHES GALORE 


This move should be a staple for 
Vega. Use it often. First, jump toward 
your nval and give him a Hard Kick on 
the way down. Once on the ground, 





PUNCH-ROLL-PUNCH ATTACK 


Your triends with be impressed with 
this move! We guarantee it At close 
range, give your opponent a Medium 
Punch to double him over. Next, exe- 
cute a Rolling Claw attack that utl- 




















let loose with a Medium Kick followed 
up by several Medium Punches 
Using a Hard Kick may knock him 
down too soon. 





lizes Hard Punch. As you can see in 
this example, the Rolling Claw 
scores tour hits! Finish up the combi- 
nation with a Hard Punch to flatten 
your ailing rival. 


TOP SECRET! 


When fighting against Vega, you may often see him do back flips The 
good news ts° it's not a "computer-only" move-you can do them, too! 
Press all three Punch Buttons simultaneously to execute the move It's 
great for avoiding Sagat's Tiger Uppercut or Ken and Ryu's Dragon 
Punch. Once you flip backwards, you should then press Down/Right in 


order to get set up for another attack move 





-SAGAT 


SAGAT 


THE TOWERING WARRIOR 


Formerly World Champion, Sagat is still stinging from the defeat 
handed him by the much smaller Ryu, and he’s out to regain his 
title and prove that he truly is the King of Street Fighters. The tower 
of power has been working on his moves, and he has become one 
of the most versatile-as well as most dedicated-fighters in the 
Jeague. His signature Tiger moves are second to none. 


ABILITIES 
MOVE SPEED —<——= | 
JUMP SPEEQ 
JUMP POWER 
Ace 
‘QEFENSE 


THE TIGER FROM THAILAND 


ay 





ie 
CHARACTER PROFILE 


Sagat, who stands over seven feet tall, may not be as 
agile as some of his competitors, but he makes up for it CONNECTIONS 
with his unique Muay Thai style, which Is considered to 
be one of the world’s most powerful In his off time, he 
has been perfecting his specialty moves and now per- 
forms his Tiger Uppercut, Tiger Knee and Tiger Shot 
with deadly accuracy. 


PERSONAL DATA 
CATE OF BIRTH 7/2/55 

“HEIGHT Tit.4 in. 

WEIGHT 283 Ibs. 
MEASUREMENTS B51 in. / W 34 in. /H37 in. 
BLOOD TYPE (8 Z y 
LIKES 7 Strong Opponents 


DISLIKES Oragan Punch 





group member 









SAGAT 








enemy 










RYU 
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|< BASIC MOVES ™m 








OTHER ATTACKS 


Sagat can use his tremendous height + 
advantage to throw his opponents 


when he's able to get close enough to gh 
grab them To perform a throw, press Soap = ¢ 7 
and hold Right on the Control Pad, \* Ee e - » 


then press the Hard Punch Button With 
amazing speed for such a big guy, § 


ad 2 
Sagat will grab his opponent and throw Ame? = KY... 





him to the ground with crushing force. 
Its a useful move to use with smaller, === ‘ 
quicker fighters because it will stun = 3 


them long enough for Sagat to prepare Hota Right and use a Hard Punch to pick up your opponent and flatten him 
for his next move on the floor 








@ TIGER SHOT 

The Tiger Shot is a blast of fire that 
Sagat can shoot off from two heights 
He has been working diligently for 
years perfecting this move, and it 
shows. In quick succession, press 
Down, Down/Right, Right and any 
punch to throw one at shoulder 
height. To kneel and shoot off a lower 
one, Press the same buttons in the 
same sequence, substituting a kick 
for the punch. {t's a very effective 
move when timed to catch your ene- 
my landing from a jump. The only dis- 
advantage to using it 1s that Sagat 
must wait until it tlames out before he 
can begin his next move. During that 
period he's vulnerable 


@ TIGER UPPERCUT 


The Thar Tiger treated many of his 
fellow fighters to his famous Uppercut 
in previous bouts, and knowing the 
damage that It's capable of has 
eamed him a healthy respect among 
his peers. Press Right, Down, 
Down/Right then any punch. When 
you get it right, Sagat will crouch 
brietly, leaning toward his opponent, 
then he'll blast off as it launched. It he 
lands his fist in his opponent's tace, 
he'll launch off the pad, too This 
move requires one ot the more diffi- 
cult butten-punching sequences, but 
with a hittle bit of practice, you'll have 
Sagat Tiger Punching his toes clear 
out of the ring 


@ TIGER KNEE 


Sagat certainly isn't the best at jump- 
ing, but the Tiger Knee lets him get 
decent air time and lets him land a 
knee punch to the head as well To 
try the T-Knee, press Down, Down/ 
Right, Right, Up/Right and any Kick 
Button Any of the Kicks will work, but 
the stronger the Kick, the farther he'll 
tly Pick the nght Kick tor the distance 
you need It's also useful for jumping 
over opponents and avoiding Fireball 
attacks. This is another of the moves 
that the big Thai has been practicing 
and perfecting. 
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LUSHE Pun 


LIGHT PUNCH 


ANIL POWEH 


GH PUNCH. 


WARD PUNCH 


UGH Puce 


HARD POWCHL 






UiGiT Punce 


(HAND PUNCH 


GH PUNCH 





‘RAND PUNCH _ 


a 
|< SPECIAL ATTACKS 





(UGH KICK 





HAND KK 
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(UGH KICK 


HKD KICK 


MEDIUM 
PUNCH 


‘UGH KCK 


HARD RICK 


meIU 
PON 


WGHT KICK 





HARD KICK 


mepiuM 
ied 






(UGHT Kick 
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BASIC TACTICS Lid 


TIGER KNEE MOVE 

The Tiger Knee can cover lots of territory, especially 
when paired with a Hard Kick, so don't save It tor attack- 
ing only. With the Hard Kick, you can cover the whole 
screen In much less time than tt would take Sagat to 
walk If you deck an opponent in his own corner, you 
can use the Tiger Knee to jump the distance between 
you and nail him with your knee as he tnes to recover 
You can also count on the move to get you out of tight 
spots if an opponent Is trying to comer you. 





UPPERCUT INVINCIBILITY 

You'll be invincible when you're setting up the Tiger 
Uppercut, so you can wait for an attacking enemy to 
come close enough for you to land a solid Uppercut as 
he's about to strike you In the sequence below, it looks 
like Sagat is about to bear the considerable brunt of 
Ken's Hurricane Kick but, in fact, Sagat ts about to let 
his Uppercut slice through Ken. Timing, as usual, is cnt 
cal, but the move proves to be good defense as well as 
good offense 


As Ken performs one of his 
high-flying karate mavas, 
Sagal kneals to prepare for 








Zitat = 





BONUS STAGE STRATEGIES 


BONUS STAGE 1 
Take on a car parked at the dock in 
Bonus Stage 1. Start by using Hard 
Kicks twice on the passenger side, 
then move to the driver's side and 
kick the front bumper until the car 
looks like scrap metal. 


= = 


Sagal does some body and fander work in Bonus 
Stage 1 Start by pounding the passenger side 
with Hard Kicks, hen concentrate on the grilla 








the Tiger Upparcut, 


BONUS STAGE 2 
Belt the bneks with Hard Kicks from 
the standing position, then stand on 
the lower level and deliver more Hard 
Kicks to the top of the stack Crouch 
and kick some more to level the last 
of them. 


r a 


2 ON Sat 
Sagat battles bricks in Bonus Stage 2 Usa Hard 
Kicks to loppte the stack im thres phases, beqin- 
ning on the lower left and working upward 


RECOMMENDED CONFIGURATION 


MEDIUM PUNCH 











LIGHT PUNCH 


LIGTH KICK 


HARD PUNCH 


MEDIUM KICK 


= = 








BONUS STAGE 3 
Break the bouncing barrels with 
standing Hard Kicks as they drop 
from the opening above A well-timed 
kick will splinter them. 





with your Tige: 
a handy button Put your 

Hard Kick somewhare thats easy lo rea! 0: 
you | use wilh tha Tiger Knea 





USE THE UPPERCUT 
If you pause, Guile will take the of- 
tensive, He'll approach and start 
throwing punches. Block his first two 
punches as you prepare to throw a 
Tiger Uppercut Land it as he readies 
to throw his third punch. 


KG 













GROUND KEN 

Many of Ken's karate moves take 
him high into the eir, The Tiger 
Uppercut is the perfect move to 
make as he comes down. Press 
Right, Down, Down/Right and a Herd 
Punch when Ken either jumps to- 
ward you or performs one of his dra- 
matic Hurricane Kicks 


PUNCH AND CRUSH 


When you're a moderate distance 
from computer Ken, you have an ad- 
vantage because your reach 1s 
longer than his. If you want to play it 
safe, stay Just out of his reach and 
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W THROWING TECHNIQUE 


You can fake Guile out with a quick (§ 


Jump move. If he crouches, jump 


over him. He will stand and attack | 


2 


the spot where you 
were, not where 
you now are. Grab 
him quickly and 
throw him down. 





| SILENCE THE SONIC BOOM 
Guile often resorts to using the Sonic 
Boom. Use the Tiger Knee to jump 
over the Boom, then land next to him 
and treat him to some more Knee 


| preg 





keep throwing Weak Punches, You 
will gradually wear him down while 
suffering minimal damage yourself. If 
you're feeling confident, finish him off 
with a Tiger Uppercut 


— |g 
i os | 








jumps that lend squerely in his fece 
this time. A couple of Tiger Knees 
should silence the Sonic Boom and 
knock him flat. 


TIGER KNEE 

Ken throws a mean Fireball. Use the 
Tiger Knee to leap over it and land 
on Ken while he's unable to avoid 
you, then repeat the move while he's 
still stunned from your blows. The 
Tiger Knee will actually strike twice 
when pertormed only once, so It's 
doubly damaging. 





y 
m JUMP ATTACKS 


When she's not trying to bum you with fire, computer 
Chun Li spends a lot of time jumping at you. To counter, 
use either a Tiger Uppercut or a Tiger Knee and catch 
her as she's on her downward arc. 


KICK OVER THE FIREBALL 


One of Chun Li's specialties ts the Fireball, a move she 
npped off from Ken and Ryu. After using it, she will be 
immobile until it fizzles. Jump over the flying flame and 
use either a Hard Kick or a Hard Punch as you descend 
Aim for her head, then land and attack again before she 





NORMAL MODE 

In the Normal Mode, Chun Li jumps to attack 
whenever you crouch one place and defend. 
She's very predictable, and your Tiger 
Uppercut ts consistent, too Attack as she 
lands to sap her energy. Three squarely-land- 
ed Uppercuts will usually be enough to knock 
her out. 


JUMP SHOT JUMP AND KICK 
When you fight Zangief, you can Keep jumping up and using Hard 
hang back, make him jump, then nail Kicks Zangief may get a shot or two 
him with an Uppercut, First, throw ain, but you'll knock him out before he 
Tiger Shot to get him to jump. As he can do serious damage. 


leaps, prepare for your Tiger 
Uppercut Let it fly while he’s in the 
air, then repeat 








wiglia 














NORMAL MODE 


Attack from a distance by 
throwing a ball of fire Doa 
Tiger Shot from a kneeling 
position by paring it with a 
Hard Kick He can block it, 
but he can't prevent all of the 
damage it causes You'll 
gradually wear him down. 


KEEP UP THE UPPERCUTS 
Dhalsim may have a truly unusual 
special move, the Yoga Teleport, but 
his other abilties are relatively weak 
If you stand in the center of the 








NORMAL MODE 


Dhalsim must fight without his fa- 
mous Yoga Teleport in the Normal 
Mode. In this round, he is one of the 
weakest opponents, relying mostly 
on just jumping up and down. Stay 
back in your comer where you can 
avoid damage and use your Tiger 
Shots from either a standing or 
kneeling position 


VS. RYU 


FASTER FIRE 

Ryu frequently shoots Fireballs, but 
you can counter them with your Tiger 
Shot, which ts faster than the 
Fireball. When you both shoot at 
once, your shot will cancel Ryu's 
Fireball and continue towards him. It 
will force him to defend 
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screen and use your Tiger Uppercut 
repeatedly, he'll just walk right into 
your punches. Eventually, he'll knock 
himself out. 


TIGER KNEE JUMP 
The Tiger Knee takes 
Sagat high into the air 
When Ryu shoots a 
Fireball, you can use 
the Knee move to jump 
high enough over it to 
keep from being fned. 








SHOOT FIRE 
When he Teleports, you can never 
tell where Dhalsim will reappear Use 
the Tiger Shot with a Hard Kick to 
kneel and shoot a Fireball that will 
likely hit him at any level 








| FLYING STRONG KICK 


Jumping and using a Hard Kick is an 
effective combination to use against 
Ryu. Although this strategy doesn’t 
always work, when it does, you'll be 
able to outlast Ryu long enough to 
take the match. Press Up/Right to 





Press Up/Right to jump at Ryu, then try to land a 
Hard Kick Although Ryu sometimes blocks your 
Kick, you Hl gradually wear him down 


leap at Ryu, then press the Hard 
Kick Button. He will sometimes block 
your kick and attack you, but in the 
long run you should be able to land 
more blows and eventually knock 
him out. 








HIGH FIRE 

When Honda kneels in preparation 
for his flying Sumo Head Butt, throw 
a Tiger Shot from the standing post 
tion. You'll stop his Head Butt before 
he gets off the ground. If you try a 
kneeling Tiger Shot, he can fly nght 
through it. 








nna — 
Prass Down, Down/Right, Right and a Punch But- 
ton to throw a Tiger Sho! from a slanding position 
The Fireball will stop Honda in his tracks 








— a | i 
Mf you try to stop Honda s flying Sumo Head Butt 
with a knealing Tiger Shot, you !I be tn for a sur- 
prise Ha can fly through mt unharmed 


VS. BLANKA 


FIRE ATTACK 
When he's not tucking and rolling, Blanka stays low to 
the ground. Kneel and fire a series of Tiger Shots to 
gradually wear him down. Sometimes he stands and 
jumps when you do this, so be prepared to catch him 
with a Tiger Uppercut if he does. 


BLOCK THE ROLL 


Blanka’s Vertical Rolling Attack is awesome Press 
Down/Left to block and prepare to do a Tiger Uppercut 
as he spins in the arr. Let it fly as he starts to come back 


down. If you time tt nght, he'll suffer. 





a : aie 
Counter Blanka s Vertical 
Rolling Attack wilh a precise- {77 
ly bmed Tiger Uppercut. 


NORMAL MODE 








MAKE HIM JUMP 

If you kneel and use a Tiger Shot, 
Honda will Jump at you to avoid tt. 
After you throw the Shot, prepare to 
nail him with an Uppercut. You must 
hit him at the exact moment that he 
touches you to make this work. If 
your timing ts off, he'll land a power- 
ful kick to your head. 


— 














CORNER KICK 
If you stay in your comer and jump, 
Honda will become impatient and 
start coming toward you. When he's 
close enough, stop him with a well- 
timed jumping Hard Kick. 




























In the Normal Mode, you can count 
on Blanka jumping at you when you 
use a low Tiger Shot. When he first 
touches you, counter with the Tiger 
Uppercut You'll be invincible tor a 
bit after using the Uppercut, so he 
won't be able to hurt you. 




















SEE 


POUNO WITH PUNCHES 
Balrog isn't the brightest opponent on 
the circuit, but he certainly ts deter- 
mined. He just keeps coming at you 
no matter what damage you deliver 
You can either attack his legs—a 
weak point—with Light Kicks or kneel 
and use Medium Punches. Keep 
pounding away until he hits the mat. 


PY 


VISAS 


THROW TECHNIQUE 
lf you're able to knock Vega down, 
here's a technique that you can keep 
repeating Stand next to the fallen 
Vega and wait for him to recover He 


Knock Vege down, thi 


covers and tries to stand from the floor Let 


§ THE CLAW OIVE 


When Vega performs 
his signature move, 
quickly counter with a 
Tiger Uppercut before 
he can jump over you. 
\f you take off late, he'll 
get by before the 
Uppercut is high 
enough to hit him. 


For 





A 
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@ USE FLYING KICKS 

Keep jumping until Balrog comes 
near, then add some Hard Kicks to 
your airbome act He won't back off, 
even if you hit him He's not a very 
good jumper himself, so you can also 
nail him if he tries an arr attack 







always does a back flip when he gets 
up. When he lands from the flip, 
you'll be able to grab him and throw 
him back down. 





; aot ats 
he always in the mstant alter fle 


and stand next to him as he re- does a back fltp as he gets up cent move Grab him while hes 


t him land stunned and throw him back down 


— 
coud 





STRONG UPPERCUT 

The only move that makes Balrog 
back off is your Tiger Uppercut Keep 
throwing Uppercuts with Hard 
Punches as you get close enough to 
hit him. Even tf he blocks the 
Uppercuts, you'll wear away at his 
stamina and eventually deck him 





KICK THE CLAW 
Vega's claw is a powerful weapon. 
{t's difficult—but not impossible—to 
break it off When you stand next to 
him and use Light Kicks, he'll crouch 
and block your foot. Keep kicking as 
long as possible You might receive 
some damage yourself, but if you 
manage to break the claw, you'll re- 
duce his attack power and earn an 
extra 10,000 points, too. 





Punish Vega with Light Kicks trom the standing 
position Break the claw for a big bonus 





UPPERCUT COMBO 
Kneel and throw a Tiger Shot at the 
Sagat clone He will react by jumping 
the Fireball and flying at you. As 
soon as he nears, catch him with a 
Tiger Uppercut Repeat as often as 
you can 


FIGHT FIRE WITH FIRE 
Sagat throws a senes of Tiger Shots, 
first high then low, over and over. 
Crouch and return only low ones. 
When your two low Shots collide, 
they cancel each other out. He'll be 
hit by your low one when he stands 
to throw his high ene, which will sail 
over your head. 





: o— “Sh 


JUMP AND THROW 
Knock Sagat down, then jump over 
him as he's about to stand. When he 
gets to his feet, he'll throw a Tiger 
Uppercut that will miss because it's 


ishes the punch, Press Left with the 
Hard Punch Button to grab and throw 
him. Repeat the steps as he stands 
again. 


in the wrong direction. When he fin- 


shee — 
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BLOCK THE HEAO STOMP 
One of Bison's favorite—and most effective-moves is the 
Head Stomp, which he delivers with boots of steel. lf 
you block the Stomp, he'll jump backwards. Jump with 
him as he retreats and land a Hard Kick while you're 
both still in the air. Perhaps he'll think twice before he 
tnes attacking with that again. 


YOU NEED THE KNEE 
The secretive M. Bison has 
plenty of tricks up his 
sleeve, including an iron 
fisted Psycho Crush dive If 
you manage to knock him 
down, use your Tiger Knee 
move to keep him ina 
dazed state Back him into 
his corner and knock him 
down As he tnes to recov- 
er from the fall, press 
Down, Down/Right, Up/ 
Right and any Kick Button 
to deliver the Tiger Knee. 





PSYCHE HIM OUT 


Bison's Psycho Crusher is downnght scary: 
he dives the width of the screen in a devas- 
tating, fiery streak You can stop the streak 
with your Tiger Uppercut if your timing 1s 
accurate You must land the Uppercut at 
the exact moment that he first touches you. 
If you miss, you'll take the full impact of the 
Crusher, but if you time it nght, you'll es- 
cape unscathed. 





< COMBINATION ATTACK 


KICK AND CUT 


When you do a standing Light Kick, it 
strikes twice Instead of landing the 
second kick, do a Tiger Uppercut 
just after the first one. If you do the 
second kick, your opponent will 
block your Uppercut. 





DOUBLE KNEE 


LEVEL 


Jump and deliver a Hard Kick while in the air, then use a 
Light Kick when you land. Follow with a Tiger Knee 
move The Tiger Knee will deliver two hits instead of 
one, inflicting just that much more damage. 
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KICK COMBO 


Take advantage of Sagat's powerful 
jumping ability, Press Up/Right to 
Jump at your opponent and do a 
Hard Kick to his head before landing 
Just after touching down, deliver a 


JUMP, KICK, CUT 


Jump at your opponent, Hard Kick 
while airborne and use a Light Kick 


upon landing Follow this series up -_ 


with a quick Tiger Uppercut. 


Light Kick to his legs and follow tt im- 
mediately with a Tiger Shot from the 
kneeling position by pressing Down, 
Down/Right, Right and a Kick Button. 












SPECIAL TECHNIQUE 








When you're fighting against swift fire-throwers. 
such as Ken or Chun Li, use the Tiger Knee move 
Instead of a regular jump to leap over Fireballs. 
The Tiger Knee move is faster than a regular jump, 


so when you land, your opponent will still be un- 
able to move and you can get your licks in while 
the Fireball ts still visible 











M.BISON 


SHAOOWLOO KING-PIN 


Ruling the immense Shadowice criminal organization with 
an iron fist, M.Bison is the most feared man in the crime 
world. Not much is known about how he managed to emerge 
to the forefront of Shadowico, but it does appear that no one 
will be able to dethrone him. He’s betting that no one will be 
able to dethrone him as the worid's best fighter, either. 


























MOVESPEEO —Ssifhs 
JUMP SPEEO 
JUMP POWER 
ATTACK 
DEFENSE 













CHARACTER PROFIL 


Bison and his main confederates, Balrog, Vega and 
Sagat, enter the Street Fighter toumaments to keep their CONNECTIONS 
fighting skills sharply honed. Each of these rogues has 
different skilts and techniques, but it is Bison who pos- 
sesses the most power. His power has a supernatural 
quality to it No normal person could hope to duplicate tt. 
No normal person wants to experience tt. ~~ _vengeful opponents 


OATEOFBIRTH =| 4/17/27 
HEIGHT 5 ft. 11 in. 
WEIGHT | 254 Ibs. 


partners in-crime 


| sanoa | veca | sacar | 


MEASUREMENTS | B 52 in./ W 34 in./ H36 in. 
BLOOD TYPE A 





World Conquest 


OISLIKES | Physical Weakness 
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|< BASIC MOVES 


= mee 














OTHER ATTACKS 


Bison's fighting style is as much of a 
mystery as his background and iden- 
tity Some of his moves have never 
been seen before, much less dupli- 
cated However, to be honest, 
Bison's throw moves are the same 
as the throw moves of any other 
tighter in the Street Fighter competi- 
tion. Nonetheless, when you precede 
a throw with a series of his other 
pain-inflicting stunts, you'll soon see 


that this ts an excellent move to pull ay ciose range, press Right 0° Left plus Medium or Hard Punch for the 


out of your bag of tricks. 
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throw 
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PSYCHO CRUSHER 
Perhaps the most amazing of all the 
moves in the game, Bison's nearly 
unstoppable Psycho Crusher has laid 
waste to countless opponents. The 
Psycho Crusher is known to some as 
the Psycho Crusher because the psy- 
chic energy that Bison channels 
through his body allows him to crash 
Into his opponent It’s actually very 
easy to execute this move Press and 
hold Left on the Control Pad and then 
press Right plus any Punch Button A 
flaming aura of power will engulf 
Bison and he will levitate and fly 
across the screen toward his rival 
Upon contact, the unlucky recipient of 





the attack may also burst into flames. - “ 2 


SCISSOR KICK 


Seemingly defying the law of gravity 
and various other laws of physics, the 
Scissor Kick ts another one of Bison's 
favorite moves. He likes it because it 
gives him the ability to score more 
than one hit Press and hold Left on 
the Control Pad and then press Right 
plus Kick Button to unleash the at- 
tack At close range, Bison should 
score a hit with each leg as they per- 
form a seissor-like kicking motion. 
The Scissor Kick is also a good de- 
fense against low sliding attacks 
since Bison hurls himself into the air 
with feet flying forward. With two hits, 
the chance of breaking through a n- 
val's block is much greater 





HEAD STOMP 


Another two-hit wonder, the Head 
Stomp is as impressive as the Scissor 
Kick ts Although the Head Stomp ts a 
bit more difficult to accomplish than 
the Scissor Kick, the results are just 
as crowd pleasing! Start off by press- 
ing and holding Down on the Control 
Pad Depending on the situation, you 
can also press Down/Right or 
Down/Left instead of straight Down. 
Next, Press Up (Up/Right or Up/Left 
works, too) plus any Kick Button. 
After stomping your opponent, press 
toward him and press any Punch 
Button for the second part of the at- 
tack 
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Since Bison launches himself high 
into the air using his psychic ability, 
he should be able to clear special at- 
tacks Ike Sonic Booms, Tiger Shots, 
Fireballs and Hadokens. However, if 
you are near your opponent, you 
may not have time to execute the 
move 


@ CRUSH IT! 

Since the Psycho Crusher Is so pow- 
erful, tt has the ability to penetrate 
the blocks of most fighters—even 
Zangief's! Use Hard Punch in combi- 
nation with this move to give it the 
most distance and power. There's 
nothing quite like it! 


BONUS STAGE 1 
The best way to get Bison to smash 
the luxury car ts to use Medium 
Punches. Start on the left and get his 
fist glowing with the Medium Punch- 
es and then jump over the car to fin- 
ish it up on the other side 


You can see the aura glowing around Bison s fisls 
it helps him to penetrate the sheet metsl| Medium 
Punches cen be thrown faster then Hard Punches 


STR TES 
STOP SPECIAL ATTACKS WITH THE HEAD STOMP 





Ryu pays the conse- 
quence for his untimaly 
special attack mova 


M Bison wos just watt 
ing for Ryu to shoot @ 
Hadoken his way 


SUITS MUS GTA 


BONUS STAGE 2 
Once again, Medium Punches are 
just what Bison needs to complete 
the Bonus Stage. After destroying 
the first section of bricks, jump up on- 
to the pile and then continue to bash 
away with Medium Punches. 


You can experiment with using other methods to 
moke Bison demolish the pile of bricks, bul using 
Medium Punches seems to be the sestest way 


RECOMMENDED CONFIGURATION 


MEDIUM PUNCH 


MEDIUM KICK 














LIGHT PUNCH 


LIGHT KICK 


HARD PUNCH 






STOMP FOLLOW-UP 
The Head Stomp can be paired with 
asecond attack After the Stomp oc- 
curs and before you land, push the 
Control Pad toward your rival and 
press any Punch Button. 


* wy emeee 











BONUS STAGE 3 
You should have enough time be- 
tween barrels to use Hard Punches 
to break them as they fall. If not, try 
using Medium Punches 


fo 1 : ae eT 





During battle, Mediwwm Punch and Medwm Kick 
just arent used as oftan as Hard and Light Kicks 
and Punches Therefore, wa recommend that 


respectively 


those funchions be placed on the L and R Buttons, 








THROW #1 

Instead of punching at the end of a 
Head Stomp, you can do a throw 
move. When Guile Is near the middle 
of the screen, give him a Head 
Stomp, but don't press a Punch 
Button until you have landed. Instead 
of punching, Bison should grab and 
throw one of his fiercest enemies. 





WM KNOCK GUILE OUT OFTHE AIR 


When Guile leaps at you 
with the intent to attack 
with a kick or a punch, 
crouch down and wait 
for it Just before he 
lands, throw a low Hard 
Punch his way 





BACK HIM OFF 


THROW #2 
After you knock Gulle to the ground, 
he will usually throw a Hard Kick as 
he is getting up Jump over him and 
land just on the other side while he’s 
kicking. Use Medium or Hard Punch 
to throw him. 


Bison 1s too smart to fall for tus 


Try again, 
futile attempt to tnp him up He s already setting 
up and going into another attack move! 





With time or energy running low, 
Guile often charges in and tries to 
throw you. Crouch down and back 
him off by using low Hard Punches. 





CF 


WAIT, BLOCK, THEN ATTACK! 


One of Ken's favorite combination 
moves, the Hurricane Kick followed 
by a Shoryuken, should just be 


wow WaT 





= ll 


CeCvwMay 


blocked until Ken 1s almost finished 
with it. As he descends from the 
Dragon Punch, grab and throw him. 

7 & Biv ] 








HOW TO OEFENO A JUMPING ATTACK 


Ken loves to take multiple spinning 
jumps as he makes his way from the 
far side of the screen toward you. 
The closer he draws near, the more 
dangerous he ts. Just before he 
lands near you, give him a standing 
Hard Kick This should be enough to 
send Ken flying back down to the 
ground The most important thing 
now Is not to waste time setting up 
your follow-up attack! 
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B THROW SET-UP 

Ken is a likely candidate to fall for a 
fake If he's being hesitant with an at- 
tack, just stand in the middle of the 
screen and throw some Light 
Punches. He'll approach and throw a 
low Hard Kick, but it will miss. Now 
move in for the throw! 








\ 
CRUSHER FROM AFAR 

On the far left side of the screen, press Left As Chun Li 

approaches, press Right plus any Punch Button to fly in- 

to the Psycho Crusher Now repeat tt! 















DIFFICULT THROW 

It's not easy to throw Chun Li 
because she backs you away 
with her awesome kicks 
However, if she's tied up with a 
Lightning Kick, a throw Is easy 
After a knockdown, immediate- 
ly jump over her and press a 
Punch or Kick Button while in 
the air. She'll respond with a 
fast Lightning Kick, but it'll be in 
the wrong direction! 





REPEATED JUMPING HARD KICKS 
When Zanglef charges, it takes quite 
a force to repel him. Bison possess- 
es repellent in the form of Hard 
Kicks. When Zangief charges toward 
you, press and hold Up on the 
Control Pad When he finally comes 
within kicking distance, let him have 


with enough kicks, 





PSYCHO CRUSHER 


If you have room to execute the 
Psycho Crusher, we recommend that 
you concentrate heavily on this 3 
move Use a Hard Punch in conunc- 
tion with it for the most effective re- 
sults. Zangief loves to charge, so this 
move may be difficult to perform 
within the time avaiable 


it with Hard Kicks He will block, but 


able to break through. 









@ ANOTHER THROW TECHNIQUE 

Again, Chun Li isn't easy to throw, but if you approach it 
mm the right way, you can pull it off First, perform a Head 
Stomp. She will likely block it, but that’s OK. Just as you 
land, press Medium or Hard Punch. If timed correctly, 
this punch move should break through her block, and 
you'll end up throwing her to the ground. 


In the Normal Mode, Chun 
Li doesn't possess the 
Fireball special attack, so 
she goes back to what she 
does best’ jumping Meet 
her jumping attacks with 
some of your own. 


NORMAL MODE 


Hard Kicks can really do a job 
on the Sultan of Stoutness, 
Zangief. This type of kick cov- 
ers more distance than you 
might think! Practice using it 
to see just how far away from 
you your opponent can be 
and still be hit by it 


you should be 





TELEPORT STOP 
If you see Dhalsim raise his legs to 
prepare for his Yoga Teleport, press 
Down plus Hard Kick. Bison will 
counter Dhalsim's move with a slid- 
ing kick This kick covers quite a dis- 
tance, so use tt often. 








@ BLOCK THE ATTACK, THEN THROW 


Dhalsim loves to use his Dnil Attack 
Since Bison is such a good blocker, 
just press Left or Down/Left to block 


it. As soon as Dhalsim lands after ex- 
ecuting this attack, press Medium or 
Hard Punch to throw him. 








INITIATE THE ATTACK, THEN THROW 


Attacks after defensive moves are 
great if you wish to make a strong 
comeback, but on the other side of 
the coin, Bison can get a throw in on 
Dhaisim after initiating an offensive 
move. Set up and execute the Head 
Stomp maneuver and land on the op- 
Posite side of Dhalsim Press the 
Control Pad in his direction and then 
Press Medium or Hard Punch to 
throw the Yoga Master. 








THROW TECHNIQUE #1 
In anticipation for an opponent's at- 
tack, it's a good idea to wait ina 
crouched position If an attack, like 
Ryu's Hadoken, does come your 





RYU'S JUMPING ATTACKS 
Like Ken, Ryu likes to jump toward 
his rival in preparation for an attack. 
Adjust your position by pressing 
Right or Left so you can gauge the 
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way, you'll be ready to counter tt. 
Perform a Head Stomp when you 
see the Hadoken and then press 
Medium or Hard Punch after landing 


proper distance necessary to stop 
Ryu's advance with a Hard Kick or a 
Light Punch These are moves that 
require excellent tring. 


THROW SET-UP 

Again, like Ken, Ryu 1s a sucker for a 
Light Punch Hold your position and 
throw some Light Punches Ryu will 
creep toward you, stop short, and 
throw some low Hard Kicks. They 
should be out of range When he re- 
tracts his leg, move in for the big- 
time throw move 








SUMO TOSSER EXTRAORDINAIRE CALL THE BLUFF 
With combined powers of speed, some Light Punches. Honda will ap- From time to time, Honda will be a bit 
strength and agilty, Bison can throw proach end will throw some Hard hesitant to attack When pieying as a 
even the largest opponents. To throw Punches, but they will miss. Move in character that possesses a long 
Honda, hold your position and throw for the throw when tt's clear range attack move, his hesitance 1s 
to your advantage. Bison's Psycho 
Crusher paired with a Hard Punch 
can trevel all the way across the 
screen. Nail Honda from anywhere! 





@ STOMP AND TOSS TECHNIQUE 
A second way for Bison to throw 
Honda Is for him to execute the Head 
Stomp maneuver and then grab him 
by his belt for the throw Wait until 
you've landed from the Head Stomp 
then press the Medium or Hard Punch 


Honda wont iknow what hit fim when Bison thes 
Button. Honda will land with a giant — serass tha scraen and does a tap dance on his head 


thud. Honda probably won t have enough time to raact. 





VS. BLANKA 


REPEATED CRUSHING BLOWS BACK OFF, BLANKA! 
Push and hold Left until Blanka starts to move toward \f you want to create some time for Bison to set up one 
you then press Right plus any Punch Button. Reverse of his special attack moves, you may want to back 
the motions and attack from the other side, too! Blanka off by crouching down and throwing some 
Medium or Hard Punches Blanka doesn't want to get hit 
by these, so he often jumps away to retreat 









ASI 


NORMAL MODE 


Blanka ts fairly vulnerable to Bison's Hard 
Kicks when playing in the Normal Mode. 
Whether he is Jumping, charging or just walk- 
Ing toward you, just fend him off with a Hard 
Kick. Remember, the Hard Kick covers quite a 


distance. 





_ VS. BALROG 


CROUCHING MEDIUM KICKS 
By using a crouching Si. 
Medium Kick, Bison can 
usually back Balrog up 
as he charges in for one 
of his punching bar- 
tages. But when Balrog x 
fumps at you, you should Mane tne bultsh boxer back of 
use Light Punches. by sticking your foot out 


BACKED INTO A CORNER? 
Balrog loves to get his opponents 
backed Into a corner and pummel 
them with uppercuts. In an eftort to 








CLAW BREAKER 
Since Light Punches tend to be the best method for 
breaking Vega's claw oft, use this type of punch In con- 
Junction with a Head Stomp Immediately after complet- 
Ing the move, do it again. Vega will have to block. 





CRUSH THE WALL JUMPER 
Bison can get a little uptight hav- 
Ing to watch Vega bound around 
all over the screen Deep down, 
he's probably envious of his 
jumping ability. To show him up 
though, Bison can put on a 
Psycho Crusher display. Vega 
will be taught a lesson when he 
receives a dose of Bison's most 
powerful attack He won't rump 
around for very much longer! 
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, 7) ey 
A Light Punch can send Balrog 
flying when he jumps your way 


fight back, press Left plus as many 
Medium or Hard Punches as you can 
muster You may even throw him! 





1 STOMP 'N THROW 


Here's the old Head Stomp followed 
by a throw move again. Bison can 
use this move effectively on just 
about every fighter in the competi- 
tion It works very well on Balrog. 
When you land on the other side of 
Balrog after the Head Stomp, press 
Medium or Hard Punch 






YOU CAN'T GET AWAY 


After Vega is knocked down, jump over him. Vega will 
attempt to retreat with a back flip. Merely attempting a 
back flip as a means of getting away from Bison is a 
poor choice for an evasive move because Bison knows 
how to handle it. Punch to throw 








STOP THE CLAW DIVE 


When Vega gets wild and 
tries his Claw Dive, aka 
Flying Barcelona Attack, 
Bison will be ready tor it. 
When he lets go of the 
fence, press Up to jump 
and then press Right or 
Left plus Hard Punch. 





(_y)) | 
A LONG WAY TO THROW NEAR SAGAT 
The bigger tney are, the harder they gets a grip on him and throws him to ‘There are a couple of good combina- 
fall The old saying holds true for the ground Hit him with a Head _ tions to use when you are in close 
Sagat Bison can really hurt him if he Stomp before the throw quarters with Sagat Frrst, it's best to 
be in a crouching position If Sagat 
throws some low punches, block 
them and then press Hard Kick to 
slide into him. If Sagat gives you 
some Hard Kicks, feed him some 
Hard Punches. 















| TAKE ADVANTAGE OF LOW ERS 
Sagat will often drop to his knees 5 

and will let loose with three low Tie | 7 
Shots The instant that you see him 
drop down, press Left. Just as the 
first Tiger Shot ts leaving his hands, 
press Right plus any Punch Button. ,oy 
The Psycho Curusher Is an excellent 

defense against low Tiger Shots. As | 
a bonus, it's also a terrific attack! 
Unfortunately, tt won't work against 





—— 
Enther way with Hard Punchas or Hard Kicks, 
there s usually a good way te deal with Sagat 





Standing Tiger Shots when you re up close and parsonal 
A TRICKY MOVE AFTER BEING STOMPED 


When you fight against Bison's clone, If you throw a lot of Medium Block it as best as you can, then 
you have to be extra careful because Punches, your opponent, Bison, will press Up/Left plus Hard Punch to re- 
he knows all the moves that you often try to give you a Head Stomp. _taliate 
know! As your rival draws near, throw 
some crouching Medium Punches 
and then low Medium Kicks. 





PAYBACKS ARE FAIR GAME 


If Bison thinks that he can just give Stomp of your own As a bonus, So 


you a Head Stomp and get away when you land on the other side, 
with it, he’d better think again. You press Medium or Hard Punch to do a 
should reciprocate with a Head throw. 











COMBINATION ATTACKS 


THE BEST COMBINATION MOVE EVER? 


OOUBLE HARO ATTACK 


This one's easy! Jump at your oppo- 
nent and just before you land, give 
them a Hard Punch. After landing, 
press Down plus Hard Kick. 





| KICKIN' COMBO 
LEVEL 


Jump at your rival, press Down/Left 
plus Hard Kick. Upon landing, contin- 
ue to hold Down/Left and throw two 
Light Punches. Press Left and throw 
another Light Punch Next, press 
Right plus Hard Kick for an intense 
Scissor Kick You could score a total 
of six hits! 
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This is the combination move to end 
all combination moves! Period. The 
total move will work only against 
Zangief. For everyone else, omi the 
first step. Jump over Zangief, press 
and hold Dowr/Right, and then kick 
him in the back of the head with a 
Hard Kick. Landing close, continue to 









‘a ot 
The final move in this combo, the 
Scissor Kick, can score two hits if you 
use a Hard Kick in conjunction with st 
Zongtef won t believe this 1s happening 
to him! 


hold Down/Right and then throw four 
Light Punches. Press and hold Right 
plus another Light Punch and then 
end the move by pressing Left plus 
any Kick Button for a Scissor Kick. A 
whopping total of seven wicked hits 
can be scored in succession against 
Zangiet! 


TOP SECRET! 


This move isn't as effective 
when it's you against a com- 
puter opponent. Use it more 
often against a human chal- 
lenger Depending on your 


distance away from your n- 
val, use a Psycho Crusher 
so that It scores a hit but 
stops before you go past 
him. Grab and throw the op- 
ponent when you land 





M Bison crashes into Sagat, but doesn t go past 
him wrth the Psycho Crusher move For the finale, 
he grabs and throws him to the ground! 
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WANT MORE POWER: 


Join the - 


dust sign up fora fill year of club benafits for $18, and get 12 
sssues of Nintendo Power magaznat 


Way more than a subscription! 


There's nothing like Nintendo Power Super Power Club-- 
we ve taken all the best parts of Nintendo Power magazine, 
and Super-charged them to give you more playing power than 
ever beforet Just iook at everything you # get! 
NINTENDO POWER SUBSCRIPTION-- Your membership 
includes 12 issues of Nintendo Power magazne 

Every month, yout get valuable tps, strate gias, full-color 
maps and gama raviews for aif three Nintando systems 
Plus, tans of other cool stuff 

POWER CERTIFICATES--When you'ra a Super Power Club 
membar, avery year you gat $36 in exclusive Power Cert- 
ficates to help you get the hottest game paks at reduced 
prices 

POWER TRADING CARDS--Each month you'll get six Power 
Trading Cards- featunng stats and challenges for your 
favonte games Collect them all! 

SUPER POWER ISSUE--in January, ts membar s only issua 
gives you e yaar-and look at the very best of Nintendo 

its packed with plenty of extras that you'll only find in this 
Special issue 

PDWER CLEANING SERVICE--Get the most power out of 
your Nintendo system with a free cleaning at your parti- 
cipating official Nintendo World Class Serica Center 


Join NOW and choose your 
FREE Player's Guide! 


Get the Player s Guide of your choice wath your paid 
membersiap That's an St8 veluet 

NES Game Atias (code 2135)-featunng complete maps for 18 
best-selling classic games! 180 pages of must-have info for 
the senous player! 

Maro Mama (code 2036|—including over 100 pages about his 
naw 16-bit adventure, Super Mano World Plus fascinatng 
details, graphics and more about the onginal video supar 
hero 

Game Boy (code 2037}-- packed wath in-dapth reviews on 
over 25 top titlas including ultra hot power tips, strategies, 
maps and more! 180 pages of vital info to unteash the full 
patental of your Game Boy! 

Super NES (code 2036)--filled with aps, meps and tricks for 
the incredible new iine-up of 16-bit game paks that await 
your skis and danng! 

Top Secret Passwonts (code 2039}--160 pages of top-secret 
shortcuts, winning moves, plus stage selects that let you 
enter the game at any stage~-no matter how tough 


CALL 1-800-255-3700 FOR INSTANT MEMBERSHIP! 
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l’s'a whole new fight. You've got faster moves. You've got more control. “) 

lean lite: ? Vega? M. Bison? You" 
against yourself—Ryu vs Ryu, Ken vs Ken—a cutting edge test. | 

Adjust to okt gh re her. Can you pull your ‘ 

’ ates still win? Maybe—f you is Players G Guide. Don't just <4, 

read it. Memorize it DEORE you he ones ce iti 

streets. REALLY MEAN. 
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Re) lem aere yp Press and hold Lest or 
Down/Left. then press 
Right and any Punch 
Button at the same time 
‘The speed of the Sonic 
Bonm depends on the 
Punch Button used 


FIREBALL CELT 


press Down 
Dowm/Right Right then 
any Punch Button. The 
stronger the Punch 
Button you press, the 
faster the Fireball travels 


Ryu s Fireball 1s activat 
ed by pressing Down 
Down/Right Right then 
any Panch Button You 
cant use the Fireball to 
stop your opponent's 
shots 




























































Press and hold Down or 
Down/Lefi then press Up 


To perform the Dragon 
Punch, press Right, 


Start your Dragon Punch 
by pressing Right, Down 


and any Kick Button at Down, Down/Right and then Down/Rtght When 
the same time The height any Ponch Button The = you re pressing 
of the Flash Kick steonger the Punch al fe Dows/Right, bil any 


depends on the Kick 
Bution used 


Button the higher the her Punch Button to activate 
punch will fly 5 tas the Dragon Purtth 











Jo Tet loose with the 
Hurncane Kich, press 
Down, DownLeft Left 
then any Kick Button 
‘You can also perform 
this kick while you are in 
the ar 











To perform a lower 
Hurcane Kich press 
Down, Down/Left Left 
and any Kick Button To 
perform it in the arr jump 
vp, then use the same 
sequence of buttons 





To sturt slipping. press Press Right Down (Chon Li can throw her 
any of the Punch Buttons Down/Right and all three own Fireball by pressing 
repeatedly The power ot Punch or Kick Buttons to Left, Left/Down, Down 
the slap 1 determmned by warp behind your oppo- Ragh/Down, Right and 
the strength of the Punch , nent Press Left, Down, Jal \ any Punch Buton Use a 
Button used Down/Left and all butions a 7 stronger Purch Button lor 

to warp to the front greater speed 

















Press and hold Left 
then press Right and any 
Punch Button The dis 
tance it covers 1s depen 
dent upon which Punch 
Button you press 


To throw this Fireball, Hold Down for a couple 
press Down Down/Right of seconds then press Up 
Right and any Ponch and any Kick Button at 
Burton The stronger the : the same time You can 
Panch Button you press I é also do this when you 
the further the Fireball Y @-/ J bounce off the walls for 
travels : added height 





Press and hold Down To toreb a close oppo- To stant kicking press 
lor about two seconds, nent. press Left, any of the Kick Buttons 
then press Up and any Lef/Down Down, repeatedly ‘The power of 
Kick Button at the same fal Down/Right Right and _Sal £ the kick 1s determined by 
tume The heigbt depends il + any Punch Button The the strength of the Kick 
‘on the Kick Button used a ss stronger the Punch Button = Button used 

the longer the lame tats 





SUPER FIGHTERS 





L----HARD PUNCH 
R----HARD KICK 





CLAW DIVE Hold Down then press Hold Down for a couple hus move 4s 


Up and any Kick Button of seconds, then press Up sample: just push any two 
When Vega jumps off sutton ai Kick Buttons simultane 
the fence or the wall ~~ ¢ <\,ously. You can press Left 
any Punch Bution (2® eight of the roll dependy \\ or tight to move Zangref 
fore reaching your . on the Kick Bution you (son \ whie he + spinnin 
opponent =J press 


AIR SUPLEX Use the same mays as Press and hotd Left Actvate this move by 


the Claw Dive, only then press Right and any pressing any two Punch 
press. Punch Button Punch Bution The div- Buttons at the same time 

hen close 10 your oppo - tance the roll covers 1s “~ Although this move 150°t 
nent When you do you [a dependent upon which r: if 7 as fast as the Turbo 
wall throw your opponent \ 7} Punch Bution you press. ‘ao Spanning Clothesline. it 
to the ground lasts longer 


ee MM Ne He BN Press and hold Let Press Towards your 


then press Right and any Sie Pee aeons ‘opponent, then quickly 
rrnuton The repeatedly The power of rere ae oo) pa 
the charge 1s determined Sloeketeaee trae 30) 
et upon which by the strength of the and push any Punch 
unch Bulton you press. Punch BINT ead Button as you reach 12 
o'clock sn your rotaltan 


Press Dowin th wo/R ) Press und hold Left then Hold Lett or Down/Left 
Right and any Punch Button press Right and any Punch for mbout two 

10 throw 11.1 shoulder Button The distance 11 then press Rig ¥ 
height Press Dow covers 15 dependent upon, Punch Button at the same 
Down/Right igh { ) | which Punch Button you ) } time The distance of the 
Kick Bunce to theaw wat ®) press ‘ Dash depends on the 

nee. height Ponch used 





TIGER UPPERCUT fie Press and hold Left then Hold Lefi or Down/Lefi 


Down/Right then any press Right and any Kick for about wn seconds 
Punch Button The Button This ts a great then press Right and any 
height of the Tiger SN defense against low slid e Kick Button a the same 
Punch 1s determined by ing anacks since Bison 5 ume The distance of the 
the sirengih of the Punch rae ) J hurls himself in the air / J Dash depends on the Kick 
Button used used 








To use the Tiger Knee Ht by pressing anid To acuvate the Tum 
press Down Down/Right holding Down on the Punch hold all three 
Right Up/Right and any Control Pad Next press Punch or Kick Buttons 1 
Kick Button The strange! ° Up plus any Kick Button the same time for a full 
the Kick Bulton, the fur { Alierward press any | | second Release one or 
ter be II fly Punch Bution to finesh i more of the buions tor 

the attach — throw the Punch 





&’ Gone Scones w 





